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MORE INTENSE than a 
KAMEHAMEHA to the face! 
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GRAND THEFT AUTO action 
with old-school GANGSTERS! 
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SUPER SPLASHDOWN & SOUL CALIBUR II TIPS! 
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The world is on the brink of civil war between the Humans 


and the Deimos over control of the Great Spirit Stones. The 
future of both civilizations and the world itself is placed 


in the hands of feuding twins separated at birth — the 
idealistic Kharg and the outsider Darc. Immerse yourself in 


an epic and tumultuous story, where half your battle will be 
www.us.playstation.com 


choosing which side to take. 


LIVE IN YOUR WXRLD. 
PLAY IN OURS: 











‘JACKASS MEETS THE SQUARED CIRCLE 
IN AMERICA’S BACKYARD ™ OFFICIAL PLAYSTATION MAGAZINE 


Interactive and destructible environments let you re- 
arrange more than your opponent's face. 





Over 30 Hardcore Wrestlers to choose from a : 
mdogg 20, Josh prohibition, Sabu, Insane Clown , 
Madman Pondo, Masked Horndog, and More! 





Innovative damage model system allows the characters 
to get cuts, bruises and gashes. 


—— | iT a 5 / . “ c= PlayStation.c 


© Eiilos Interactive Limited, 2003,The Backyard Wrestling format, characters, artwork ete © 1998 Backyard Wrestling, Inc. All Backyard Wrestling logos and artwork are trademarks of Backyart! Wrestling, Inc. Eitfos, Eidos Interactive and the Eidos interactive logo are all registered trailemarks of Eidos tateractive, Inc. All rights resemved.PlayStation” and the “PS” Family logo are registered 
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Visit www.esrb.org 


Cutting edge soundtrack includes over 
or call 1-800-771-3772 


for more info. 











It’s time for 


to get really scary... 


}ith Halloween fast approach- 
| ing, I’ve been thinking about 
! horror games, and how they 
still have a long way to go. 
: Shambling zombies aren't 
nearly as scary anymore, and I’ve come 
to expect the standard “jump out at you” 
Surprises. 
What else can be done? First, Hollywood 
writers and voice actors should be brought 


MEET 


ihe 


TEAM 








Ever wonder what a crack team 
of videogame journalists looks 
like? ...Aw, c’mon folks, just 
work with us a little, here... 
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THE COVER 





videogames 


in—too often the situations and characters 
don’t seem real enough, which can take the 
player right out of the creepy atmosphere. 
Game makers should also study horror films 
and novels to learn how to be creepy without 
using the cheap “jump out at you” gimmick. 
I'd love to hear your ideas on how to 

improve horror games: go to the Talk Back 
section of www.psmonline.com and we'll 
run your thoughts next issue. CHRIS SLATE 





CHRIS SLATE Editor-in-Chief 


LIKES: Adventure games, 
platformers, Chili, Indigo 


HOBBIES: Comics, hoops, DVDs, 
movies, anime, drawing, iPod 


Lamest Halloween costume? 
The last year | went trick-or- 
treating, | rushed together a 
costume consisting of a black 
cape, top hat, and beard. What 
a lame attempt to get candy. 


STEPHEN FROST 
SENIOR EDITOR 


LIKES: Fighters & Lovers 
HOBBIES: Technology 


Lamest Halloween costume? 
Definitely my “Frostman” 
getup. It was just me 
meee, Wearing my regular 

aa clothes... and a cape. 


RANDY NELSON 
REVIEWS EDITOR 


LIKES: Platformers, racers 
HOBBIES: Comics & Anime 


Lamest Halloween costume?| | ong 
| was Luke Skywalker from | 

Return of the Jedi, only | 
with black hair and a cape. | 
Everyone said | was Dracula. | | 


ERIC BRATCHER 
| ASSOCIATE EDITOR 


| LIKES: RPGs, Weird Imports 
HOBBIES: Phone tag 


ign, Lamest Halloween costume? 
ee) | made an awesome lobster 
costume out of grocery bags, 
| but it rained and my costume 
just dissolved. 





BILL DONOHUE 
MANAGING EDITOR 


LIKES: polish-pope.com 
HOBBIES: Selling CDs! 


Lamest Halloween costume? 
® | once made a costume out 
of a balaclava, a towel and 
a ruler. It was the first time I 
ever knew embarassment... 


DAN FITZPATRICK 
ART DIRECTOR 


LIKES: Cooler temperatures | 
HOBBIES: Not sweating 


Lamest Halloween costume? 
One year, my wife suggested | 
we wear each other’s clothes | 
for costumes. I got hit on 
four times at the party! 


GARY LIEW 
ASSOCIATE ART DIRECTOR 


LIKES: Light rail transit 
| HOBBIES: Mugging little 
| Trick or treaters 


| Lamest Halloween costume? 
| One time | dressed up like 

| Arnold Schwarzenegger, but 
tiie 2 | everyone knew it was me. 





a safe bet that you guys will be eager to read about G74. That is, unless you like 


| S:= pretty much every PlayStation 2 owner bought Gran Turismo 3, we figure it’s 
punishing yourself. Is that what you like? Freak? Why do you have to be so difficult? 
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Fully-loaded, two-fisted, double barrel action. Unique hub system allows you to choose just the Some of your most powerful weapons 
Pass the ammo. right Hunter and weapon to finish the job. are not forged with steel. 


MATURE 


Blood and Gore 


Strong Lyrics 

Violence Hunter: The Reckoning Wayward for the PlayStation@2 computer entertainment system © 2003 Vivendi Universal Games, Inc. All rights reserved. AtlasTech Game Engine trademark 2000 High Voltage Software, Inc. All rights reserved. 
Developed for Vivendi Universal Games, Inc., by High Voltage Software, Inc., under license from White Wolf Publishing, Inc. White Wolf and Hunter: The Reckoning are registered trademarks of White Wolf Publishing, Inc. High Voltage and 

the High Voltage logo are registered trademarks of High Voltage Software, Inc. The ratings icon is a registered trademark of the Interactive Digital Software Association. Vivendi Universal Games and the Vivendi Universal Games Logo are 

trademarks of Vivendi Universal Games, Inc. ‘PlayStation’ and the “PS* Family logo are registered trademarks of Sony Computer Entertainment Inc. All other copyrights and trademarks are property of their respective owners. 
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~~ Intense multi-player action means —— — 
at least you won't die alone. www. hunt ing.com/ wayward 


] 


ra 


Ci 


PlayStation 





SOFTWARE 








SMa NR (Ste 


100% INDEPENDENT PLAYSTATION 2 MAGAZINE » ISSUE 76 OCTOBER 2003 > VOL. 7 


FEATURED 
PREVIEWS 





MEDAL OF HONGH Risuec SUN ™ ~ 
PS2’s top shooter series is about to get 
even better—see the stunning proof! 





rue racing nirvana has never been << JUST WHEN WE THOUGHT 
this close. Buckle up and go behind- We’ SEEN EVERYTHING THE 
the-scenes of one of the most ps 


S2 COULD DO.. 
- highly-anticipated sequels of all time! 


MAFIA 


Grand Theft Auto, old-school 
gangster style! Get your 
exclusive first full look at 
the latest “drive anywhere, 
smash anything” PS2 
crime spree! 





Could this finally be the Transformers game 
we've been dreaming of since we were kids? 




















FATAL FRAME 2: CRIMSON BUTTERFLY 4% 


One of the creepiest games we've ever 
played gets a sequel that’s even scarier! 


















More screens and new info on the extreme 
snowboarding sequel you're dying for! 
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| We’ve seen it, we’ve played it, we’ve heard 
| it—we even smelled the disc. Turn to page 
| 46 NOW for our juicy hands-on tell-all! 








anti RSE SOUL CALIBUR II 
AVE 3 Fighting fanatics know that the Sou/ 
Your inside look at this month’s THREE KINGDOMS 40 Palen certs is where the real See 


hot topics, gear and games SOUL CALIBUR II 6 is at—find out why the latest version 


kicked all of our asses! 
TOP STORY 14 SPLASHDOWN ets: 
We list the new games that 


phoebe PREVIEWS 


bl ~ a Ft, Your first look at the hottest 





ey |e "l=, New PlayStation 2 games 
=~ | =» BACKYARD WRESTLING 70 
bi 3 we DDRMAX 2 69 
. : DRAGONBALL Z 70) 
CHECKPOINT 20 FATAL FRAME 2: CB +310) » i em 
Your one-stop spot for cool JAMES BOND: EON 80 . Ce es 
games, movies and gear that’s maria 58 4 BUFFY THE VAMPIRE SLAYER 
coming your way MEDAL OF HONOR:RS 64 Vampire-staking action! 
The world’s most accurate, “8 eh — pe 
in-depth game reviews 
MOBILE SUITGUNDAM 78 
GAME OF THE MONTH: NBA LIVE 2004 69 
SOUL CALIBUR Il 26 ey Se) 80 
It’s here! It’s here! It’s here! TRANSFORMERS 68 i Pm GE || nx 
— - 4 NEL RAMMCDAY ana a9 ALTER ECHO 
FY & 
ALTER ECHO 38 HOW TO Has Sony caught up to Madden? _Pastel-packed action, on tap! 
BOMBASTIC 40 . 
BUFFY: CHAOS BLEEDS 32 Tips, guides, and cheats that 
DISGAEA rT) will make you a winner THE PSM MISSION STATEMENT 
PSM is the magazine for the gaming elite—the hardcore gamers that support and drive 
FUTURAMA 40 APE ESCAPE 2 86 this industry. This is not a “mass-market” magazine. We don’t focus on “fun for the whole 


family,’ or waste space interviewing movie stars that have nothing to do with games. 


GAMEBREAKER 2004" 40° ARCTHELAD: TOTS «=-s« 88. 
THE GREAT ESCAPE 40 ARMORED CORE:SL = 85 


PSM Is also proudly independent. We have no official corporate sponsor, so you can trust 


-HACK//OUTBREAK 30 BIG MUTHA TRUCKERS 86 that our reviews and opinions will always be 100% our own. Our readers always come 
NFL BLITZ PRO 33 FREESTYLE METALX 86 first, and we would never, ever betray your trust. This is our promise to you, the hardcore 
NFL GAMEDAY 34 SOUL CALIBUR II rp) PlayStation 2 gamer, who deserves nothing less. Now let's get this issue going! 

NHL 2004 38 SPLASHDOWN 84 
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With pressure-sensitive controls, you can do it all. Stop on a dime or turn on the jets. Juke lightly or fake a defender out of his 
pants. Drop the hammer or hit like a water boy. Play on your own or see what you're made of online. So, what’s it going to be? 


Also available on PlayStation’ 


of the National Football League. Officially licensed product of PLAYERS INC. The PLAYERS INC. logo is a registered trademark of the NFL players. www.nfiplayers.com. ©2003 PLAYERS 


America Inc. Online icon is a trademark of Sony Computer Entertainment America Inc. Online play requires Internet connection and Network Adaptor for PlayStation 2 (sold separately). 








SPECIAL REPORT 


Feark = acl 


is the season to be frightened, and 
this year PS2’s biggest developers 
are scaring up (chortle!) a slew of 
big-name games intent on putting 
the “shock” in your Dual Shock. 

oe Here’s a look at some of the most 
promising horror-fests coming your way in the near 
future, plus our stake... er, take on just how much 


fright they will bring to your gaming nights. 
CASTLEVANIA: LAMENT OF INNOCENCE 


WHIP SMART: It’s from the same 
folks behind the superb Castlevania: 
Symphony of The Night for PSone, 
and that has us excited. Director Koji 
Igarashi recently promised that the 
game will incorporate everything 
people loved from SotN, plus plenty 
of new ideas and mechanics—not 
to mention lengthy in-engine 
cutscenes that will reveal the true 
ties between the Belmont clan and 
Dracula’s brood. 























SCARE-O-METER RATING: G 
Creepy? Nah. Atmospheric? 
Definitely. This game will be more 
art than arterial spray. 


WHIP IT GOOD: Castlevania’s back 
in 3D, but with old-school gameplay. 
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<< CASTLEVANIA WILL BE MORE ABOUT 
GOTHIC ART THAN ARTERIAL SPRAY >> 











LEGACY OF 
KAIN: DEFIANCE 


THE LEGACY REBORN: Technically, 
you're the monster(s) in this already 
stunning looking chapter of the 
popular vampire saga. The team at 
Crystal Dynamics is set on taking the 
series over-the-top in every respect in 
LOK: Defiance. For one, it will be much 
more fighting-focused than the Soul 
Reaver titles, and the ability to switch 
roles should help keep things interest- 
ing. Telekenetic powers will also play 
a large role—not to mention opening 
the doorway to some “interesting” 
blood-spilling possibilities. 


SCARE-O-METER RATING: 8 
You’re the monster in this game. The 
sheer variety of gruesome ways to off 
enemies will be impressive, and you 
can bet on Kain sucking blood like a 
wet/dry Shop Vac. 





FATAL FRAME 2: CRIMSON BUTTERFLY 


GHOST PHOTOS: The sequel to Tecmo’s first horror title on PS2 promises to 

be even creepier—not to mention better looking, which is no mean feat. The 
concept remains the same: attack ghosts using a camera, of all things, and keep 
your sanity as you're bombarded with psychological tricks. 


SCARE-O-METER RATING: 9 


The first Fatal Frame seemed to be horror-lite at first, but dissolved into an all- 
out freak-fest. This one doesn’t look to be any different; see our guest column 

(right) by the game’s producer for more insight into exactly what’s going on in 

the minds of a team working on horror-themes games. 





MAXIMO VS. 
ARMY OF ZIN 


MR. FANCY PANTS: The premise 
doesn’t sound as creepy as the first 
game; Maximo’s fighting mechanized 
bad guys rather than skeletons and 
zombies this time around. Still, the 
game promises its share of thrills and 
chills, not to mention a completely 
new fighting system, new weapons, 
and a power-up system based around 
Maxie’s boxer shorts. Capcom has 
pushed the game back to early next 
year in order to squeeze more into it 
(and out of the PS2), so it’s set to put 
some creepy zing into the spring. 


SCARE-O-METER RATING: 5 
The Army of Zin, while not undead, 
are a pretty motley crew. Plus, the 
ability to transform into the Grim 
Reaper lends some scariness to an 
otherwise light-hearted spook-fest. 





THE 
SUFFERING 


DEATH ROW: Midway’s take on the 
Survival horror genre throws players 
into a haunted prison. You're a 
convict faced with escaping—only 
instead of digging a tunnel, you'll 
have to fight your way out against 
the horde of grotesque creatures 
that is keeping the guards and other 
inmates occupied (i.e. ripping them 
to pieces). The Suffering will also 
push the boundries in other ways; 
expect plenty of four-letter words to 
accompany character reactions to all 
the gooey, squicky monster bashing 
taking place on-screen. 


SCARE-O-METER RATING: 9 

The gore factor in The Suffering is 
truly outrageous, not to mention the 
downright disturbing creature designs, 
spooky locales, and totally ghastly 
death sequences. 
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GUEST COLUMN 


Keisuke Kikuchi 
Producer, Fatal Frame 2 


‘\\J hat kinds of things are 
the scariest?” This is the 
question that | continually ask my 
self and my staff as we develop 
the Fatal Frame series of games. 
Our answer: “Things that the 
human imagination can produce” 
When human beings are born, we 
literally fear nothing. As we grow, 
we learn to fear things more and 
more through our experiences, 
knowledge, and instincts of self- 
preservation. Of course, there 
are many kinds of fear, including 
the fear of losing something or 
someone, biological revulsion, 
the uneasiness of knowing that 
something may happen to you, 
the fear of sudden occurrences, 
etc. In reality, there is an endless 
variety in expression of fear, and 
that is why we think that the 
scariest things possible lie in 
people’s minds. 

So, how can we construct a 
game in order to appeal to the 
imagination? First, there is the 
strategy of “forcing the player to 
fill in the blanks in information 
using their imagination)’ achieved 
using things like visual effects that 
make the surroundings hard to 
see, making the color information 
drop out of the image like a piece 
of old black-and-white archival 
footage, using the unique prop- 
erties of Japanese architecture 
to create spaces in shadows or 
behind paper screens or rafters 
where something may be hiding, 
and so on. We also realized the 
importance of minimizing the 
gap between the game and the 
player’s daily life, so we created 
guidelines for ourselves like simu- 
lating environmental sounds as 
realistically as possible while subtly 
mixing in noise, and making all of 
the enemy spirits human in form. 

As a result, the first game Fatal 
Frame was praised both inside 
Japan and around the world for its 
scariness. However, as the game 


- relied heavily on each individual 


player’s powers of imagination, it 
was difficult to maintain a steady 
balance of scariness between 
different players. Some players, 
who were expecting it to be 
extremely surprising, found the 
game somewhat lacking in quick 
thrills. The purpose of this game 
is to have the players experience 
a scary environment. We will 
continue to provide that in Fatal 
Frame 2, and refine it, and add 
additional features for those who 
want to be surprised as well. 

This is the kind of imaginary 
communication that we are 
having with the players when 
making the game. 


Based on Ken 
Kutaragi’s control 
description, the PSP 
could very well look 


NEW PSP DETAILS! 





Ken Kutaragi’s calling if “the ultimate handheld,” and we’re starting to see WHY alot like the mock- 
up we created for 
last month’s issue. 


magine a portable game system that can display graphics that 

look better than Sega’s Dreamcast and, in some ways, even 

better than PS2. That’s what the world was told to expect from ss / 
Sony’s portable PlayStation, the PSP, at a recent SCEI press conference / ?; 
in Japan. But it gets even better. 

According to the newly announced tech specs, the PSP will be 
able to push nearly 33 million polygons per second, much more than 
PSone’s max, and that’s not including the already-revealed NURB 
(hardware curved surfaces) support and newly revealed anti-aliasing 
functions. The PSP’s CPU is all-new, running at roughly 333Mhz and 
featuring one math-crunching vector unit, as opposed to PS2’s two. 

71 surround sound was also announced, though we're still 
scratching our heads over how that one will work. Perhaps 
the coolest revelation, however, is that the PSP will 
feature built-in 802.11 wireless networking, the same 
Standard used by wireless PCs (say goodbye to link 
cables) in addition to an infrared data port (for linking 
with cell phones, or even for use as a remote?) and y 
USB 2.0 port for linking up with the PS2. —— 

Finally, creator Ken Kutaragi confirm the PSP’s : 
control layout. It will have the standard triangle, circle, 
X, and square buttons, an L1 and R1 button, select, 
Start, and one analog stick... just like our mock-up from 
last issue. The first prototype of the PSP will be shown at next 
year’s E3, the games will be revealed at Tokyo Game Show 2004 next 
fall, and the system is set to go on sale world-wide next Christmas. 
Hopefully pricing info will be soon to follow! 


VERSUS MODE : 
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ROUND ONE: BACKGROUND 





Jack: Hollywood actor; looks 
like a werewolf. 


Jack: Halloweentown’s mayor in 
Kingdom Hearts; is a skeleton. 


Jack: Was mad bones scary in 
The Shining. 


Jack: Was sorta scary in The 
| Nightmare Before Christmas. 





ROUND TWO: SCARIEST TRAITS 
| Jack: Can remove his head; Jack: Always looks like he’s 
make scary faces. making a scary face. 





i 
y 


Jack: Menaces fellow actors at 


| Jack: Menaces the entire 
the Academy Awards. 


} world on Halloween. 


j 
4 





ROUND THREE: LITTLE KNOWN FACTS 


Jack: Attends every Los 
Angeles Lakers home game. 





| Jack: Played center for high- 
} school basketball team. 


| : | 
Jack: Friends sometimes call 
him “Bone Daddy” 


Jack: Friends are sometimes 
afraid to call him. 
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EXPOSING 


AREA 51 


Midway's alien-blasting light 
gun coin-op goes FPS 


et to debut next fall, 

Midway’s first-person blaster 
is a spin-off of the popular arcade 
games—sans the on-rails gameplay. 
Players will assume the role of Nick 


_ Cross, who enters the infamous top 
‘ secret UFO base and is infected 


with alien mutagen, giving him 
special abilities. Renowned creature 
designer Stan Winston has been 
brought in to consult, and the game 
will feature full online support when 
it hits shelves in 2004. 





Leaping lizards.. er, aliens—the game’s 
already looking great! 


FIERGE? ieavAL 
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CHOOSE YOUR WEAPON 
Flaming Fur Ball or Radioactive Rabbit? Choose your 
weapon wisely or you and your fellow fugitive will be 
forever subjected to a life of twisted animal testing, 
Shackled together, Spanx must use the indestructible 


Redmond as a weapon of mass destruction and tool for 
escape from an evil corporation. 


¢ Flaming Fur Ball 


¢ Bunny Grinder 





¢ Radioactive Rabbit 
BUNNY CANNON 
° Bunny Fuse 
 Hare-sicle 
* Electro Static Rabbit 
¢ Hungry Bunny 
¢ Hare Clog 
* Tug-0-Rabbit 
© 10 Ton Bunny 
* Bunny Gannon 
° Helium Bunny 
-© Hyper Hare 


° Stuffed Rabbit 


¢ Chocolate Bunny 





HARE CLOG 





Visit www.esrb.org or 
call 1-800-771-3772 
for Rating Information. 









































WhiplashGame.com 





CRYSTAL 
DYNAMICS 
















Dip Redmond in toxic waste to poison 
enemies, electro-charge him to zap 
attackers and more! 





Demolish everything in the lab from 
security cameras to test equipment. 





{ 
ae cur i= ’ 


~ Knock out the evil lab staff with 
loads of attack combos. 
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You ve foun it: your one-stop spot for all the best stuff headed your way 
(Please keep in mind that release dates do change—don’t blame us if they do!) 
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Current Releases : . 
GENRE — PUBLISHER | : Game Tracker 


Prince of Persia: The Sands of Time 
her: Ubi Soft Type: Action/Adventure Release Date: Fall 


Since we played it at E3, Ubi Soft has been working on the overall 
7, look of the game—putting better lighting in place, tweaking 

” enemy designs, and tinkering with the color pallete. The result 

. looks even more movie-like than before, although the enemies 

5 look almost cel-shaded. 





Beyond Good and Evil 9 
Ubi Soft Action/Adventure telease Date: Fall #3 


The most major development in the world of BG&E in recent 
characters. The hero, Jade, has lost her T-shirt and jeans in 
favor of a green warrior outfit and Payge, her pig sidekick, 

got himself some scars—he’s now covered in tattoos. We 
pe a 





True Crime: Streets of L.A. 
Ny Activision Action/Adventure Release Date: Winter 


Activision’s potential GTA beater is still on the assembly line, 
receiving some more tweaks and a few more coats of paint before 
> being rolled out onto shelves. The result is a minor delay, which 
ue Should put the game’s release right around year’s end. Based on 

» What we’ve seen of it lately, the wait should be worth it. 





Castlevania: Lament of Innocence 
Konami Action/Adventure Fall 


Konami's famous IGA and his team have been locked ai way ee 











a Vs. Ams of Zin 

Publisher: Capcom Type: Action/Adventure Release Date: Spring 
Capcom’s action-platformer sequel was looking great at E3, but 
the team behind the game still thinks it can squeeze more out 

of the concept—and the PS2. That said, the game’s release has 
slipped from fall to early next year. Hopefully the extra time will 
allow for the incorporation of event more cool play mechanics! 


GENRE PUsL Sten 








1. Soul Calibur Il 
| Namco Namco Type: Fighting 
CaredOUs; deep, and with lightning-fast gameplay, 
$C2 will keep you and your friends busy for weeks— 
especially with the Weapon Master mode. 


2. Buffy The Vampire Slayer: Chaos Bleeds 
lisher: Vivendi Developer: Eurocom Type: Action 
A great game based on a TV show? It’s Happened, 
and this action beat-’em-up (or is that stake-’em-up?) 
is it. Even if you’ve never seen the show, it’s a blast. 


3. Madden NFL 2004 
blisher: EA Sports D er: Tiburon Sports 
It’s another year of great football titles, but once 
again, it’s Madden that pulls out all the stops and 
delivers the deepest, best-playing experience overall. 
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7 Visit www.esrb.org 
+" or call 1-800-771-3772 


for more info. 
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Coo’ Stuff 


Here’s a look at some of the hottest new gear 
and goodies you should keep an eye out for 


Reacers’ 
Most Wented 


WIRELESS ONLINE 
GAMING ADAPTER 


From: CenDyne 
Price: $99.99 
Available: Now 


Wireless networking’s all the buzz these days. 
So how does your PS2 get in on the game? 
CenDyne’s Wireless Online Gaming Adapter for 
PS2 is one compact, easy-to-use option. 

If you have a broadband Internet connec- 
tion, chances are good (or getting better) that 
you have a home network setup. And with the 
prices on wireless networking routers coming 
down, many households are leaning in that 
direction. CenDyne’s adapter, unlike wireless 
networking cards designed for PCs and laptops, 
is intended solely for PS2. It’s small, black, and 
connects directly to the LAN port on the PS2 
Network Adapter after being connected to your 
PC for some basic configuration. After that, you 
just turn on the PS2, make sure your wireless 





Now it doesn’t matter where 
you put your PS2—if you have 
a wireless home network, 
you’re set for online gaming. 


METAL GEAR SOLID 3 
Konami 

Konami KCEJ & 

TBA 








Hungry for some snake? 
Looks like we're not the + #iags 
only ones who can’t wait! Goss 





router’s on and your net connection is up, and 
you’re ready to play online from anywhere in 
the house. 

It’s a specialized gizmo for sure, but if you 
want the PS2 online experience and don’t want 
wires all over the house, or wany to take your 
console to a friend’s and tap into their WiFi 
network, it’s just the ticket. 





LEGACY OF KAIN: DEFIANCE 
Eidos 
Crystal Dynamics 
Fall 


Raziel. Kain. Playable in 
the same hot-looking 
game? Bring it on! 





2. The Lion King: Special Platinum Edition 10/07/03 2. Scary Movie 3 10/03/03 
F5 GRAN TURISMO 4 
3. Dark Angel: the Complete Second Season _ 10/21/03 3. The School of Rock 10/03/03 Sony CEA Polyphony Digital 
499 TBA 
votes Bloody salts beats race ttt 
4. Star Trek: Deep Space Nine: Season Five 10/07/03 4. The Texas Chainsaw Massacre 10/17/03 as 
5. They Live 10/07/03 5. Out of Time 10/03/03 








ePDFunworld” TRSTS 
TOP 10 PS1 GAMES 


TOP 10 PS2 GAMES 
FOR JUNE FOR JUNE 


peewee tenn newenwerewe ce eewan ate es gemeerews. 


2. Tomb Raider: TAOD 

3. Hulk 

4. NBA Street Vol. 2 

5. Midnight Club ll 

6. Grand Theft Auto Ill 

7. Disney’s Finding Nemo 

8. Spider-Man: The Movie 

9. Grand Theft Auto: Vice City 
10. Tom Clancy’s Splinter Cell 


3. Beyblade 


5. Bratz 


9. Motocross Mania 


2. Final Fantasy Origins 
4. Shrek: Treasure Hunt 


6. Mortal Kombat Trilogy 
7. Inuyasha: Fuedal Fairytale 
8. Namco Museum Vol. 3 


10. Yu-Gi-Oh! Forbidden 
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FINAL FANTASY Xi 
Square Enix Square Enix 
Spring 2004 
Drew lots of attention at Comic-Con ‘03 





SE a 
FOR JUNE 










WWE SMACKDOWN! 5 


THQ D Yuke’s 
Fall 


Finally: more than uit a visual upgrade. 


2. Tomb Raider: TAOD (PS2) le lores 3 
3. Donkey Kong Country (GBA) ee PUDTSHOL Weve 
4. Hulk (PS2) | Release Water: | 


5. NBA Street Vol. 2 (PS2) —f 
6. Pokemon Ruby (GBA) oo _ Backi in the top I a b 
CAST YOUR VOTE! 


7. Pokemon Sapphire (GBA) 
8. Disney's pte Nemo (GBA) Visit www.psmonline.com and pick your most wanted 
9. Dragon Ball Z: Goku Il (GBA) game from our list of the hottest upcoming releases. 

We'll tally the results, and print ‘em here each issue! 


Reflections — 









10. Yu-Gi-Oh! Worldwide (GBA) 
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BULLETPROOF MONK © 2003 Metro-Gokhwyn-Mayer Pictures Inc. Al Rights Reserved. © 2003 MGM Home Entertainment LLC. Ad Rights Reserved. Distributed by MGM Home Entertainment LLC, 2500 Broadway, Santa Monica, CA 90404-3061. 
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Manhattan from invading forces. Rise through the ranks of the resistance and 
recruit an army of Freedom Fighters to take the war to the streets. 
They ve taken away our freedom. Now it’s time to take it back. 


* A unique “Recruit and Command” system lets you lead up to 12 urban guerillas 
¥ Wield an arsenal of weapons and other tools of the revolution 
4 Intense 3rd-person action on the streets of New York tr 4 player split-screen mayhem 








~www.freedomfighters.ea.com Challenge Everything 
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regime PUR NAMED | DEV NAMCO | TYPE FIGHTING MAX PLAYERS TWO ESRB RATING TEEN 


a it. @: FES. QNICHTMARE 








EL} Alter Echo PO ORILIA Fe eae . @ ae ag | | 
EE} Buffy The Vampire Slayer [4 3 i oe Wig 
CU} Disgaea 


CL) Futurama 


















ED) The Great Escape : 
ED -heck//OUTBREAK 
ry NCAA Gamebreaker 2004 
_ EE] NFL Blitz Pro 










EL) NFL GemeDa 
EE) NHL 2004 ' 
Eb Soutcolturt 
EJ Splashdown 


=ome IUUL CALIBUR II 


- Are ge hae The ulfimate weapons fighter makes a dazzling PS2 debut 


2) OUTSTANDING 


One of the better games this year 


VERY GOOD 


~, You can't go wrong 


y 


a 


“A Make no doubt about it: Soul Calibur Il is the fastest and 
most eye-poppingly stunning of all next-generation fighters. | 





























coop 
A solid game 


9 oKay 


Kind of fun, but no big deal 
|S en 


You've got to love the subject matter 


RP LACKING 


Big flaws really hurt this game 


3 


Not fun at all 


amco’s Soul Calibur, the heir apparent to the Soul Blade, took the pn 
Dreamcast by storm when it was released in 1999. Players clamored C 5 ; 
for a sequel, and four years later, it’s finally here... well, almost. The 
North American version wasn’t available when we went to press, so 
to be timely, we snagged a copy of the Japanese game. 





BACK TO THE STAGE OF HISTORY 


The PlayStation 2 version features twenty characters, some 
new—including Heihachi from Tekken—but most have 
returned. The roster is rounded out between quick, nimble 
females, slow but massive behemoths, well-balanced char- 
acters, and a warrior with psionic weapons created by Todd 
McFarlane. Weapons range from tiny daggers to gigantic axes, 
and everyone's favorite, the nunchaku. Though some fighters 
are inherently stronger than others, a player who masters any 
of them will have no trouble annihilating his friends. 


SHARP VISUALS 


Graphically, the game is jaw-dropping. The character models 
» ts are among the best the PlayStation 2 has ever seen, and 


A Flowing hair, flowing costumes, and incredible motion capture add up for the athletes who provided the motion capture for their 
the smoothest-moving fighter ever. animations belong in the Olympics. The backgrounds are 


2 W\aue 


This game is an insult 


GP wuy? 


Why would anyone do this to us? 


e take our reviews very 
W seriously. We spend hours upon 

hours playtesting each title so 
that we can give you the absolute best 
information to help you buy. 

Games that score an 8, 9 or 10 earn 
a Bronze, Silver or Gold PSM Must-Buy 
Award. We don’t hand these beauties 
out easily, so if you see one on a review, 
a game box or advertising, you'll want to 
be sure to check that game out. 

Finally, when looking up past scores, 
keep in mind that older games usually 
wouldn't fare as well if they were 
reviewed today. 
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ae << BUYING EVERYTHING THE GAME 
HAS TO OFFER WILL BLISTER MORE 
THAN A FEW THUMBS >> 


There are going to be fans who 

will take one look at our rating and 
instantly cry “foul” But make no 
mistake: the home version of Soul 
Calibur Il is a game every PS2 owner 
should own. And, had Soul Calibur Il 
been released before Virtua Fighter 4: 
Evolution, it would likely have gotten a 
10. But Sega has raised the standard 
for the fighting genre. Soul Calibur’s 
Weapon Master mode can be beaten 
in a day, while Evolution’s Quest Mode 
will keep players sweating for months. 
Soul Calibur’s training mode is very 
detailed, but VF4’s is far and away the 
most comprehensive the industry has 
ever seen. Both belong on your shelf. 
Now if only we could arrange Sega vs. 
Namco: Extreme Fighting Challenge... 


) Tapuxty 1 


mode is nothing to laugh at— it’s tough 
and provides a lot of replay value. 


An up-close look at 
the game in action 


= RT ERIN PA 


PSM BREAKDOW 


rk hres 


Each oh | > There area 
character can , a Mi uit 1 ma _,- “ few moves in 
charge their . il se __ | the game that 

A However, VF4: Evo’s Quest Mode is weapon for — a. * eee © | actually take 
the standard by which fighting game attack, but a ' r : =) advantage of 
adventure modes should be judged. they also have | - bg Ul > > tre Se ) arenas with walls. 
special attacks i a 4 ) ee ¥ 

»| that are difficult 

| to perform, but 

= don’t require 

| “charge time.” 


A Many of the moves, especially Ivy’s, look 
downright devastating. 


Each character 
abi a - = ee ie wiser’ has multiple 
The character aoe oe ee “i - 1 costumes. We 
models are the —— | . +s prefer Ivy’s 
best we've seen pits : a = ) Bochiaiy 
in a fighter. - = eit a ~__| Obvious reasons. 


A There’s a tremendous sense of height on te ee —s 
the elevated stages. 
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ee REVIEWS 


so stunning you'll want to drop 

your weapons, pack a lunch and go 
exploring. There’s a minute amount of 
slowdown during some of the more 
spectacular moves, but it doesn’t 
affect gameplay. The audio effects 
come from straight from the original 
Soul Calibur, and the music sounds as 
though it’s been ripped from a Steven 
Spielberg blockbuster. 


KILLING TIME Be ste : ey i. 
There are a bevy of modes to play: , mol : | 7 
Arcade, Time Attack, Weapon Master, 
Versus, Survival, Team Battle and 
Training, as well as scores of extras to 
unlock. Hidden characters, weapons, — | : 
artwork, martial arts demonstrations a : ie oP? (titers 
and costumes all can be purchased 
in Weapon Master mode, although 
the price is a tad high for some of 
them. Buying everything the game 
has to offer will blister more than a 
few thumbs. 

What makes Soul Calibur I! such 
a must-have title is that the game 
can be played on multiple levels. 
Players who want to just mash on the 
buttons can have just as good a time 
as hardcore fanatics who memorize 
the move lists for every character. 


Th Itiple Al setti f 

suncting bags to skiled warriors wno CUR §=<< THE BACKGROUNDS ARE 

Virtua Fighter 4: Evolution 

catch them ina mssake making each SS ING YOU'LL WANT TO 
round a veritable game of chess where Virtua fighter 4 


only total mastery will lead to victory. Mortal Kombat: Deadly Alliance 
DOUG TRUEMAN 


A From the special effects (such as fire) to the ornate details on each character’s outfit, the game looks stunning. 





Dynasty Warriors 4 


WEAPONS 
OF MASS 


DESTRUCTION — 


N amco has included a rather 
nifty touch in every mode of 
Soul Calibur Il. These additional 
modes are unlocked as players 
work their way through Weapon 
Master mode and purchase new 
blades with the gold they have 
earned. The new weapons, each 

of which can be equipped before 
any battle begins, have varying 
effects: better attack damage, 
better defense, longer reach, 
shorter reach, health regeneration 
or depletion, guard damage, or 
simply a screwball visual. Collecting 
all of them will take some doing, 
however, as the game actually 
increases the price of each weapon 
depending on how often a particu- 


lar character is used. & Ah, the old aidbidaind trick. 
















A hae the elaborate— ah, it just 
looks silly. 


A Like the first game, Soul Calibur II features plenty of devastating throws. 


Pom 


FINAL SCORE 





OUTSTANDING 


One of the best fighting games ever made— 
if you’re Tekken’d and VF'd out, this is a 
frantic and fresh experience. You won’t 
regret owning it. 
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Drive to survive through more 
than 30 chaotic missions. 
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_ Control an arsenal of more than 30 
P ae vehicles and 17 potent weapons. 








Wie. 











Take the ultimate challenge in 
2-4 player deathmatch. 
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MATURE 






Intense Violence 


Mature Sexual Themes 
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reared Pt” abt — os wy ye 


A Use your data-flagged memory save 
from .hack Part 2 and you'll be able to 
carry over levels, items, and all the opened 
dungeons like the Mirror World from Part 
2’s endgame. 


challenge in itself. 








hack series. You play as Kite, 
= an ordinary kid with a pen- 
chant for online RPGs, until the day 
your best friend falls into a coma 
while playing. Concerned, Kite must 
now let his online avatar do the 
sleuthing via “The World,” a wildly 
popular multiplayer online RPG with 
some serious bugs that are affecting 
the gamers who play it. Along the 
way, you become embroiled in some- 
thing larger and more suspicious. 

Everyone agrees that the concept 

is incredibly clever—that’s not the 
issue. Instead, the question is whether 


neil Mandranors this way! 


& Use a Grunty in a dungeon’s outer field to 
speed up your journey and to seek out dif- 
ferent objects or locations. 
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4 Battle is as good as ever, but the camera is as crap as ever, 


as well. 





or not the four-part RPG—of which 
Outbreak is the third installment—has 
enough legs to retain its freshness 
and immersion from game to the 
next. The answer? Well, yes and no. 
A quasi-action RPG, players con- 
trol Kite as he hops from “server” to 
“server” in order to plumb the depths 
of a series of multi-level dungeons 
with his rotating band of buddies. In 
between, you'll be able to check his 
e-mail, cruise message boards, and 
trade items with other NPC “gam- 
ers” playing The World. The level of 
difficulty in dungeons swings wildly 
from one extreme to the next, but 
the battles are highly rewarding, 
thanks to Kite’s Data Drain and his 
party’s various spells. But none of 
this has really changed from the first 
installment—you’re merely doing the 
same thing with upgraded equipment 
and a larger set of cronies to choose 
from. The graphics, though service- 
able, haven’t really improved and the 


gameplay is merely a rinse and repeat 


of earlier games in the series. 

So the real crux is whether or 
not you’re willing to retread familiar 
territory in order to work towards 
the game's eventual ending in the 
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loth 


: 
hack//OUTBREAK ‘A 


fourth installment. 
The answer is a 
mixed bag. Devotees 
will definitely want 
to gobble this up 
pronto, while series 
newbies can jump 
right in with or 
without data flagged 
memory card saves 
from the second 
installment to enjoy 
the third—but will 
the journey be as worthwhile as the 
first, second or the upcoming fourth? 
Not particularly. The experience is 
still essential for RPG-aholics, but 
even with all of its trimmings, .hack 
3 feels and plays merely like a bridge 
between exposition and ending. It still 
retains all the good stuff of the series, 
but refuses to expand or grow. 
FRANCESCA REYES 


PSM 


FINAL SCORE 
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A The World servers open up, along with 
lots of new goodies to unlock for your 
virtual desktop. 















& Kite’s Data Drain skill is still one of the 
most satisfying bits in battle—but you'll pay 
a price in experience earned. 


-hack//INFECTION 
-hack/ /MUTATION 
Arc The Lad: TOTS 
Breath Of Fire: DQ 
-hack/ /OUTBREAK 





GOOD 


Though the basic premise and gameplay 


are still solid, the cut and paste approach 
for each installment is spreading a bit thin 
three games in. 
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| Story BASED Ol A LOST EPISODE MuLti-PLAYER CHAOS - WiTH 
OF THE UAB AACS (CIM IA UOT SUPPORT FOR UP TO 4 PLAYERS 
On THE SAME SCREEN. 


Blood and Gore 
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; Mild Language 
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¥ honorable politician? 
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Intense Violence 
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A shovel doubles nicely as a 
makeshift stake. 











































- Being a witch has 
its advantages. Here 
Willow makes some 
vampire toast. 


BUFFY re VAMPIRE SLAYER: 
CHAOS BLEEDS | 


et in the middle of 
the TV show’s fifth 
season, Buffy The 

= Vampire Slayer: 

Sa Chaos Bleeds is 
scripted as if it was an unaired 
episode and features every- 
thing that made the show a hit. 
Powerful cosmic forces threaten 
to destroy the Earth as we know 
it and the Scooby gang has to 
come to the rescue. Players 
will take control of six different 
characters during the course of 
the game, including Buffy, Spike, 
Xander, and Willow. 

A solid mix of action and 
puzzle solving, Chaos Bleeds 
features a fairly robust fight- 
ing engine. Sure, it’s no Soul 
Calibur II, but there are plenty 
of counters, combos, and blocks 
to keep players busy. Vampires 
can be pretty robust creatures, 
but a few solid hits followed up 
by a quick spike to the chest will 
dust them fairly quickly. Context 
sensitive moves allow players 
to flip off objects with a simple 
button press. 

The puzzles integrated into 
the gameplay make good use 
of the environment, as opposed 
to simply serving as obstacles 
to extend game time. While 
some will no doubt have play- 
ers scratching their heads for 
a bit, you simply need to think 
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like Buffy to 
come up with 
a solution. For 
example, in one 
level, Xander 
needs to get 
past an electric 
fence, but the 
control box is 
out of reach. The 
solution? Shoot 
it with a cross- 
bow bolt. It may 
be crude, but it’s 
very effective. 
lf Chaos Bleeds has a weak 
point, it’s in the visuals. What’s 
here is more than adequate, but 
not quite up to the level that 
one would expect. This is most 
obvious in the cinema scenes 
where the characters appear 
relatively lifeless. It is a minor 
nit that doesnit detract from the 
excellent, underlying gameplay. 
Rounding out the package is 
a set of multiplayer mini-games 
(supporting up to six players via 
multi-tap) and an unlockable 
collection of interviews and 
behind the scenes videos. If 





& One Super Soaker: $10. Having a 
reverend bless your water bottle: $5 
The look on a vampire’s face when 
you kill it with a water gun: priceless. 


you're a Buffy fan, you'll want to 
buy Chaos Bleeds. \f you’re not 
a Buffy fan, you'll want to buy it 
because it’s damned fun. 

ADAM PAVLACKA 


Buffy The Vampire Slayer:CB 9 
The Hulk 8 
Evil Dead: Fstful Of Boomstick 7 
Enter The Matrix 6 
Dark Angel 6 


PSM 
FINAL SCORE 
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OUTSTANDING 

Buffy the Vampire Slayer: CB 
captures the spooky essence of 
the hit TV show, while still offering 
an in-depth play experience. 


www.psmonline.com 
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fe 


4 The exaggerated models of years past have 
been given a more down to earth visual look. — 


my ith the success 
# of its arcade 
| sports fran- 
chise already 
== documented in 
official videogame sales books, it 
was a bit surprising to learn that 
Midway's latest football title was 
trying to become more realistic; 
or at least, more realistic than it 
used to be. Renamed NFL Blitz 
Pro, this year’s version of the 
coin-op hit has seen some defi- 
nite changes. 

Though it should be men- 
tioned from the outset that the 
premise and technique from the 
last installment still power the 
ideals behind B/itz Pro (catching 
on fire, tackling after a downed 
completion, and zany commen- 
tary to name a few), it should 
also be mentioned that the game 
itself feels entirely different. 


4 We had to frequently check our box 
to make sure that it was Blitz, but it is! 


www.psmoniline.com 


than your typical arcade game. 

That could be just what some 
have been wishing for, but for 
others it could mean the end of 
their favorite sports franchise. 
Using the life-accurate 11-on-11 
player match-ups, in addition to 
authentic 10-yard first downs, 
season modes, a tougher Al, and 
even online play, Midway’s newest 
seems to be entering the Madden 
market more so than its own. 

The features themselves are 
all pretty hefty and do a great job 
of expanding on what has always 
been described as a limited 
football title. From a personal 
standpoint, however, it’s almost 
as if Midway went too far in try- 
ing to capture the realistic aspect 
of the game and, as a result, the 
software suffers for it, as it never 
seems to know whether it’s sup- 
posed to be goofy, or if it’s sup- 
posed to be serious. 

Even with its identity crisis, 
NFL Blitz Pro is still a pretty 
decent football game. If you 
enjoy the Bitz style of play 


PSivi 
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MAX PLAYERS 


and want a more standardized 
approach to the game you’ve 
been messing around with for 
years, then this is your title. If you 
want a more serious approach to 
football, though, then there are 
certainly better alternatives. If 
you're up for something different, 
you should definitely check it out. 
JEREMY DUNHAM 


A& Could a run at Madden’s throne be 
far behind? 


Madden NFL 2004 
NCAA Football 2004 
ESPN NFL Football 
NFL GameDay 2004 


NFL Blitz Pro 


GOO Dthe Jekyll and Hyde of 


football videogames, this game is 
made bigger by a heap of realistic 
options. Its appeal should be some- 
what limited. 


PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE 33 








caring wife? 
jealous lover? 


criminal mastermind? 






ae 





learn more at 


~~ =/- dees fee a wa ae Wea a dee 








an 


| thirteen | 














YOUR NUMGDER 1S UP 





MATURE 17+ 


‘ Blood 
Intense Violence 


CONTENT RATED BY 
ESRB 


©2003 Ubi Soft Entertainment. All Rights Reserved. 
Ubi Soft and the Ubi Soft logo are trademarks of Ubi Soft 
Entertainment in the U.S. and/or other countries. 
©Van Hamme - Vance/Dargaud Benelux 
(ByA\siC7.\0/BE MO)\)|57-\5 1D Row. 620008 B)-\51C7-\6) 0) 





A Tackles and ball physics have — 
enhanced in several ways. 





A Admittedly, the collision detection is still 
a bit sketchy when contrasted by Madden. 


GAME INFO 


A bas of Calicbey? ‘s better gina is eat brea tackles ie a lot more realistic. , 
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NFL GAMEDAY 2004 


DN 





ith Sega and 
Electronic Arts set- 
ting new standards 
in terms of quality 
football this year, 

it’s hard to imagine that another 
gridiron title would even have room 
to operate. Despite this adversity, 
however, 989 Sports and Red Zone 
Entertainment have gone back to 

the drawing board to produce what 
can only be described as Sony’s best 
football effort in years. While it may 
still not be on the same level as ESPN 
or Madden in terms of features and 
quality, the developers at Red Zone 
seem to finally be taking hold of what 
we really want: everything. 













A The running game is s stil far too jan 
nant when paired with passing. Stiff-arm- 
ing guys and bullying your way through a 
pack isn’t difficult. 


And when we say everything, 

we mean it. Though it won't over- 
whelm you with options a la Madden, 
GameDay still has plenty of game 
modes for its fans to savor. Create- 
a-team, voice-supported online, 
secondary audibles, pressure sensitive 
controls, and many other acceptable 
goodies help push GameDay to a 
level beyond what it was last year. 
It’s a feat that most of us have been 
hoping for. 

The game's defensive play has 
improved as well. Sporting what’s 
being coined as the ‘Jump Start” con- 
trol schematic, gamers will be able 
to view player assignments on-field 
and then shift their line, backers, and 
secondary accordingly. The offensive 
side of things has a few new bonuses 
as well (like the “Max Protect” fea- 
ture, which allows extra blockers for 
the QB and improved hot routes), 
and when paired with the model and 
animation improvements that the art 
team has made, it’s only natural to 
want to congratulate Red Zone and 
989 for listening to their fans. 
Unfortunately, some of the same 


problems that have always 
plagued the team’s sports 
games continue to be an 
issue. The overwhelming 
effectiveness of the run- 
ning game, frequency of 
interceptions, and poor 
interface design are still 
major quandaries for NFL 
GameDay. Despite those 
keen visual improvements 
we mentioned earlier, it’s 
still nowhere near as polished or 
smooth as its competitors. 

Let’s be honest: there were a great 
deal of fans out there ready to write 
this one off completely, but after sit- 
ting down and playing NFL GameDay 
2004 quite thoroughly, nothing makes 
us happier than saying that 989’s 
latest can make for a solid, albeit 
flawed, weekend football experience. 

JEREMY DUNHAM 
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NE pans football franchise finally gets good on PS2 





A Character models and animations have 
improved substantially compared to the 
2003 version. 


Madden NFL 2004 

NCAA Football 2004 

ESPN NFL Football 

NFL GameDay 2004 

NCAA GameBreaker 2004 





GOOD 


This year’s GameDay shows some huge 
improvements over the past two games, but 
it still has enough rough edges to keep it 
from earning “pro” status. 








Are you ready to 
ave a threesome in 
he back of a cab? 
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Preorder the revolution in wireless multiplayer gameplay in-store or online. 
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Preorder at select stores or online NOKIA 
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profiles. Contact the manufacturer of each Bluetooth device for information on compatibility. Other company names mentioned herein may be trademarks or trade names of their respective owners. 


















IT'S TIME TO GO PRO WITH THE NEW NHL® HITZ® PRO. FOR THE FIRST TIME AUTHENTIC 

NHL FEATURES DIE-HARD HOCKEY FANS DEMAND HAVE BEEN COMBINED WITH MIDWAY 
SPORTS TRADEMARK FAST AND FURIOUS GAMEPLAY, DELIVERING AN ALL-NEW NHL HITZ PRO 
EXPERIENCE DIFFERENT FROM WHAT YOU'D EXPECT FROM HITZ AND DIFFERENT 
FROM WHAT YOU'LL GET WITH ANY OTHER HOCKEY VIDEOGAME. 


= NEW 5-0N-5 AUTHENTIC NHL ACTION 

= NEW TOURNAMENT STYLE ONLINE PLAY* 
= NEW WRAPAROUNDS ANDO DEFLECTIONS 
# REALISTIC 3D REACTIVE CROWDS 

=» NEW PRO-STYLE ANIMATIONS 

= ALL-NEW PRO-STYLE A.1. 
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PUB THO | DEV RAINBOW STUDIOS | MAX PLAYERS TWO | RATED EVERYONE 
— —— 
: oe 


A. Stretch those legs! As in the first games, tricks play an 
integral role in out-running your opponents. 


SPLASHDOWN: 
RIDES GONE WILD 


he most difficult aspect of a water 
T racing game is creating the water 

itself. Ever since Nintendo debuted 
the original Waverace, gamers have been 
enthralled by realistic water physics and 
developers have committed themselves to a 
technological arms race in a bid to be the one 
with the most realistic looking H2O lapping 
at the shore. When the original Sp/ashdown 
shipped in late 2001 it was at the head of the 
pack, but the newest incarnation suffers a bit 
of wave envy. 

There is no doubt, what’s here is an 
improvement over the first game, but Rainbow 
Studios has since been leapfrogged by 
other developers—namely Shaba Games 
with Wakeboarding Unleashed. Compared to 
Shaba’s water engine, Rides Gone Wild looks 
and feels positively dated. 

In a departure from the original, Rides 
Gone Wild features a number of scripted ele- 
ments on the track. These can change the 
way the race unfolds by shunting players to an 
alternate route during the course of a game. 
The only problem is that all players are sent 
the same way. Rather than offering players 
a number of different paths to choose from 
there is often just one main path with the 
occasional side jaunt. 

Rides Gone Wild tries to make up for the 
lack of level depth by throwing more tracks at 
the rider and artificially inflating the Al skill. 
The unlockable tracks are fun, but they suf- 
fer from the same limitations as the default 
courses. As for the Al, it doesn’t out drive you, 
it simply outruns you. Rides Gone Wild requires 
players to have a full trick meter to run at top 
speed. Of course determining the trick com- 
bos is an exercise left entirely up to the player. 

Ultimately Rides Gone Wild is a decent 
game for players new to the genre, but there is 
little to be found behind its shiny facade. There 
are better choices out there and advanced 
players would do well to seek them out. 

ADAM PAVLACKA 


OKAY tt’s a nice introduction 
to the genre, but most players 
will want more. 
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UTRAGE | MAX PLAYERS GNE | RATED TEEN 


A We wouldn't be surprised if Alter Echo goes down in 
history as “the most purple-hued game in existence.” 





ALTER ECHO 


nique ideas have been a rare com- 

modity in the videogame world 

lately. With title after title trying to 
emulate Grand Theft Auto and other flavors of 
the month in an effort to maximize its public 
appeal, finding something a little different isn’t 
exactly a walk in the park. Luckily, however, 
the folks at THQ and Outrage have made a 
legitimate attempt to do something entirely 
distinctive. Combining transformation elements, 
hack and slash sword techniques, old-fash- 
ioned puzzle solving, and traditional platformer 
exploration, the huge amalgamation that is 
Alter Echo certainly deserves some attention. 

Based around the idea that your character 
is in control of a completely malleable sub- 
stance known as Echoplast, A/ter Echo situates 
the player in a world full of highly evolved (and 
colorful) slime creatures. Out to stop a mad- 
man from doing what it is that madmen do, 
your hero Nevin is given the ability to transform 
into three completely different shapes. 

Whether you select the three-toed amphib- 
ian thing for stealth, the gun-wielding tank 
form for ranged combat, or the regular human 
sword-wielding form for melee attacks, each 
figure has its unique uses and abilities across 
the game’s 40-some levels. 

This mix of elements provides for some 
rather entertaining moments. As an added 
bonus, the combo system plays a key role in 
becoming stronger as you progress and the 
interesting puzzle-like super move setup gives 
players an incentive to master as much of the 
game as they can. 

Unfortunately, A/ter Echo isn't perfect. 
There's an abundance of camera problems and 
the enemy Al is dumb as a doornail. While 
it’s great to see several varieties of creature 
throughout your escapade, their stupidity can 
create some rather repetitive action sequences. 

Alter Echo is a surprising stab at something 
different. For those willing to give it a chance, 
there’s plenty to enjoy. JEREMY DUNHAM 


GOOD It’s worth check- 
ing out, but technical issues 
unforunately hold it back. 
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PUB EA SPORTS | DEV BLACK BOX | MAX PLAYERS EI 
“al Sta MPa a 


in, 


A It looks great, it plays great—EA’s effort this season is 
a big step in the right direction for the NHL series. 


NHL 2004 


hew. The days of 

10-1 scores in EA 

hockey games are 
gone. With NHL 2004, EA Sports has 
gone back to the drawing board and focused 
on creating a more simulation-based hockey 
experience. The good news is they’ve suc- 
ceeded. The bad news is they may have done 
it too well. You see, NHL 2004 is difficult on 
anything but the easiest setting. You can’t go 
five seconds without getting crushed by the 
opposition. Win a face-off? SMASH! Cross the 
blue line? POW! 

We're all for hard-hitting hockey games, 
but here it’s a bit too much of a good thing, 
to the point where it sometimes gets frustrat- 
ing. In order to beat this, you have to master 
the passing game, which involves holding 
down the X button to charge up the velocity 
of the pass. It’s a great system that rewards 
you for hard, crisp passes, but unfortunately 
your teammates will often skate out of the 
way of your passes as you head up the ice. 

The overall action on the ice is solid and 
definitely taking the franchise back in the 
right direction, but the star of this show is 
the Dynasty Mode. It’s literally an RPG within 
a hockey game, as you get to name your 
GM, set ticket prices, negotiate contracts, 
schedule practices, pimp out your office, and 
more. Do well (i.e. win, make a good trade, 
etc.) and you'll earn experience points that 
you can use to upgrade your coaching staff, 
scouting system, training staff, and more. 
These, in turn, make your team better on 
the ice. 

This focus on in-depth simulation has 
become the big trend in EA’s recent sports 
titles, and franchise play is definitely an integral 
part of NHL 2004— it's a fan’s dream come 
true. Luckily, it’s not all the game has going 
for it. 

NHL 2004 isn’t perfect, but it’s back on the 
right track. It has the right mix that will win 
over hardcore hockey fans. RYAN MCCAFFREY 


FINAL SCORE 


VERY GOOD Ea has 
returned to its roots and cre- 
ated a game that plays well. 
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ING GAME. 











‘,..an immense landscape covering “The fighting in True Crime” looks “On track to rival the best games 
hundreds of miles of LA streets...” just as good, if not better, than many in each particular genre...” 
—/GN.com of the fighting games out there.” ~PSM 


~Electronic Gaming Monthly, Jan. 2003 
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PUB/DEV KOEI | TYPE STRATEGY | MAX PLAYERS EIGHT | RATED EVERYONE 


ROMANCEOF Se 
THE THREE es 
KINGDOMS VIS a= 


he history buffs at KOEI have been 

+ supplying their fans with —— ~~ 
rial strategy pew ; 

games for almost 

two decades now. 

Re-entering the 

market once again « 

with the eighth 

installment of its 

acclaimed series, 

we've become 

convinced of one 

thing: these guys know what they're doing. 

While this year’s new additions are certainly 
worth mentioning (i.e.: the ability to form bonds 
with characters via marriage, and the superlative 
tactics system), the most important aspect of the 
game Is still intact. That is, it simulates the ancient 
Three Kingdoms period perfectly. 

In fact, we'd go so far as to say that this is the 
best version yet. KOEI’s latest grabs you from the 
start and never lets go. JEREMY DUNHAM 





























& The battles are more spectacular 
than in years past. 


VERY GOOD Three 


Kingdoms fans will go nuts 
over all of the improvements. 


PSM 


FINAL SCORE 
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_BOMBASTIC 


|: may have changed names, but 





make no mistake: Bombastic is 
the PS2 sequel to Devil Dice. 

A quirky, challenging, addictive little puzzler with 
rudimentary graphics, Bombastic challenges your 
Spatial perception as much as your reflexes. 

In order to clear the board, you have to match 
up like-numbered 
die faces—two 
twos, five fives, etc. 
Properly match 
the faces and 
the dice will turn 
into bombs and 
explode. Moving 


the dice around On PW ickurercm ta ows get 
early levels is easy caught in the ensuing explosion. 


enough, but once 
the playfield fills up, moving a key die into posi- 
tion requires a lot of forethought. Miscalculate a 
distance and suddenly that six you were about to 
place is now a four 

Bombastic also offers a quest mode which 
challenges players with preset puzzles and a 
multiplayer wars mode that feels very much like 
Bomberman. Wars mode supports up to five play- 
ers, via the PS2 multitap. ABAM PAVLACKA 






eo ~ 
A 

= ge, 25> 

see Pye: 


eS VERY GOOD If twisting 


your mind into knots sounds 
FINAL SCORE 


like fun, you'll love Bombastic. 
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THE GREAT ESCAPE 


reaking the tradition of releasing mov- 
Be and their corresponding videogame 

counterparts in a relatively timely 
manner the Steve McQueen classic, 7he Great 
Escape, finally makes its way to the PlayStation 2, 
forty years after its 
initial release. 

Gameplay 
generally consists 
of stealth-based 
missions that ask 
players to perform © 
a number of menial 
tasks, with a dash 
of shooting and 
vehicular episodes thrown in. So far so good, 
right? Well, the problem here is that while The 
Great Escape (the movie) looks like it would make 
a great game on paper, the converse is true. The 
culprit: the license itself. 

It’s apparent that the gameplay was molded 
around the film’s predicaments, making the 
license a restricting factor rather than a liberating 
one; this can often lead to a lack in depth and 
dodgy pacing, and that’s exactly what happens 
with The Great Escape. KAISER HWANG 


A Driving a halftrack is much harder 
than it looks. It is fun, though... 


eSsMV $0-SO Love the film? Try 


the game. Otherwise, plan 
FINAL SCORE 


your own escape. 





PUB ATLUS | DEV NIPPON ICHI SOFTWARE | MAX PLAYERS ONE | RATED TEEN 


DISGAEA: 
HOUR OF DARKNESS 


ith enough personality to fill several 
anime conventions, Atlus’ simple, 
but tough-minded, strategy RPG, 
Disgaea, may look like a polished 2D PSOne 
game, but it packs some ad beneath its 
cheery veneer. 
Players control 
Laharl and his 
army of goblins 
in an attempt to 
run Netherworldly 
errands while 
uncovering his 
father’s assassins. 
Combat is remi- 
niscent of Tactics Ogre, but adds on new features, 
like Geo Elements, which affect the terrain with 
Stat effects that complicate battle. You're also able 
to appeal to a governing body of monster sena- 
tors for stuff like more money, cheaper or more 
expensive shop items, etc. 
It’s Disgaea’s wacky persona and challenge that 
will win over hardcore genre fans in the end. 
FRANCESCA REYES 


A Disgaea: The love child of Final 
Fantasy Tactics and Saiyuki. 


GOOD It looks like a PSOne 
game, but it’s anime-style 
fun for genre fans. 


FINAL SCORE 
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FUTURAMA 


uturama is a textbook example of license 

over content and, ironically, this is more 

of a blessing than a curse. A standard 3D 
action/adventure game, Futurama gives players a 
chance to take on the roles of show standards, Fry, 
Bender, Leela, and = sss as 
Dr. Zoidberg. 2 a —~a 

The action is bell 

typically of the . it 3 
run-jump-shoot . oe 
variety, but players 
can also expect 


mt 
some mild puzzle om | 2 
solving. These A Great cel-sbeding helps Foluana 
RM ons c00d as the show. 


mechanics usually work well enough to provide a 
competent gaming experience, but unfortunately, 
Futurama suffers from an untamed camera, a 
poor lock-on feature, and more than its share of 
cheap hits. 

But this is Futurama, and, like the show, there 
is plenty of wit and sarcasm to help ease any 
gameplay pains. With an episode-quality script 
performed by the original cast, the license alone 
should keep any fans of the series interested 
enough to finish the game. KAISER HWANG 


OKAY A strictly average 
game that’s license becomes 

FIN Ae SCORE its saving grace. 
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NCAA : 
GAMEBREAKER 2004 


ou have to give 989 Sports credit for 
trying. After a somewhat lackluster 
season that saw one of its weakest 
football efforts to date, 989 and developer Red 
Zone have returned this year with a long list a 
improvements. 
But that 

doesn’t auto- 
matically make 
it the best in the 





field. Plagued 

by an overabun- 

dance of picks it Stages Oe : 
& Graphics far out-class last year’s— 

and turnovers, : progressive scan support helps, too. 

GameBreaker still 


gives us the impression that it’s a work in prog- 
ress. Not to mention that it doesn’t even come 
close to matching the sheer amount of teams 
and features found in EAs competing effort. 
Even still, GameBreaker 2004 is a solid 
attempt at college pigskin. With improved defen- 
sive aspects and a heap of new creation and 
game modes, it isn’t bad, but it’s not great either. 
JEREMY DUNHAM 


OKAY The game engine 
was revamped, but there still 
aren’t enough improvements. 


PSM 
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I'S TIME TO GO PRO WITH THE NEW NFL° BLITZ® PRO. FOR THE FIRST TIME 
AUTHENTIC NFL FEATURES DIE-HARD FOOTBALL FANS DEMAND HAVE BEEN 
COMBINED WITH MIDWAY SPORTS TRADEMARK FAST AND FURIOUS 
GAMEPLAY, DELIVERING AN ALL-NEW NFL” BLITZ’ PRO EXPERIENCE 
DIFFERENT FROM WHAT YOU'D EXPECT FROM BLITZ AND DIFFERENT 
FROM WHAT YOU'LL GET WITH ANY OTHER FOOTBALL VIDEOGAME. 


me a a 
NEW TOURNAMENT-STYLE ONLINE PLAY* 
NEW BLITZ" STYLE RUNNING GAME 
NEW INTERACTIVE SIDELINES 


NEW FRANCHISE MODE 
ALL-NEW A.I. 


Available September 2003 ; 
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Dont buy 3 game unhil you check here firs 


SCORE ARCHIVE 





Iss. Month 
75 | Sep-03 
75 | Sep-03 
75 | Sep-03 
75 | Sep-03 
75 | Sep-03 
75 | Sep-03 
75 | Sep-03 
75 | Sep-03 
75 | Sep-03 
75 | Sep-03 
75 | Sep-03 
75 | Sep-03 
75 | Sep-03 
75 | Sep-03 
75 | Sep-03 
74 ‘| Aug-03 
74 =| Aug-03 
74 =| Aug-03 
74 ‘| Aug-03 
74 | Aug-03 
74 ‘| Aug-03 
74 | Aug-03 
74 =‘| Aug-03 
74 =| Aug-03 
74 ‘| Aug-03 
74 =| Aug-03 
73 | July-03 
73 ‘| July-03 
73 ~~ | July-03 
73 =| July-03 
73 = ‘| July-03 
73 = ‘| July-03 
73 ‘| July-03 
72 | June-03 
72 | June-03 
72 | June-03 
72 | June-03 
72 | June-03 
72 = | June-03 
71 May-03 
71 +|May-03 
71 | May-03 
71 | May-03 
71 | May-03 
71 | May-03 
71 | May-03 
71 | May-03 
71 May-03 
71 | May-03 
71 May-03 
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Game Name 

Alien Vs. Predator: Extinction 
ESPN NEL Football 

Freaky Flyers 

Freestyle MetalxX 

Hunter: The Reckoning Wayward 
Indiana Jones & the Emperor’s Tomb 
The Italian job 

Madden NFL 2004 

NCAA 2004 

Reel Fishing III 

RTX Red Rock 

Silent Hill 3 

Summer Heat Beach Volleyball 
Tomb Raider: TAOD 

VF4: Evolution 

Ape Escape 2 

Return to Castle Wolfenstein 
Downhill Domination 

Enter The Matrix 

The Hulk 

K1 World Grand Prix 

Mace Griffin Bounty Hunter 
Naval Ops: Warship Gunner 
Lilent Line-Armored Core 
Smash Cars 

Speed Kings 

Arc The Lad: Twilight Of The Spirits 
Chaos Legion 

Evil Dead: A Fistful Of Boomstick 
Gl Jockey 3 

Resident Evil: Dead Aim 
Wakeboarding Unleashed 

X2 Wolverine’s Revenge 

Auto Modellista 

Colin McRae Rally 
hack//MUTATION 

Indycar Series 

Magic Pengel: Quest For Color 
Midnight Club II 

Amplitude 

Clock Tower 3 

Dynasty Warriors 4 

Gallop Racer 2003 

Grand Prix Challenge 

Jurassic Park: Operation Genesis 
NBA Street Vol. 2 

Splinter Cell 

World Series Baseball 2003 
WWE Crush Hour 


Zone Of The Enders: The 2nd Runner 








be 8 | f= 


ONWDODOO DAD MWADANDHAAWOD OA MOM IYNYANMNAWMDDBYWMDABDMODWHVWiMAHSeVwnwosawmo x 


IGH SCORES 


Month 


Sep-03 
Sep-03 
Sep-03 
June-03 
Jan-01 
Dec-01 
Dec-O1 
Nov-O1 
Oct-01 
July-O1 
Noy-00 
Sep-03 
Aug-03 
May-03 
May-03 


Game name 


Madden NFL 2004 
NCAA 2004 

VF4: Evolution 

Midnight Club {I 

Final Fantasy X 

MGS 2: Sons Of Liberty 
Tony Hawk's pro Skater 3 (PS2) 
Devil May Cry 

Madden NFL 2002 (PS2} 
Gran Turismo 3 

SSX (PS2) 

ESPN NFL Footbail 
Downhill Domination 

NBA Street Vol. 2 

Splinter Cell 


Score 


10 
18) 
10 
10 





Genre 
Action 
Sports 
Racing 
Xtreme Sports 
Action 
Adventure 
Action 
Sports 
Sports 
Sim 
Adventure 
Horror 
Sports 
Action 
Fighting 
Action 
Action 
Racing 
Action 
Action 
Fighting 
Action 
Sim 
Action 
Racing 
Racing 
RPG 
Action 
Action 
Racing 
Shooter 
Xtreme Sports 
Action 
Racing 
Racing 
Online RPG 
Racing 
Fighting 
Racing 
Music 
Horror 
Fighting 
Racing 
Racing 
Action 
Sports 
Action 
Sports 
Racing 
Action 


These are the 


Genre 


Sports 
Sports 
Fighting 
Racing 
RPG 
Action 
Sports 
Action 
Sports 
Racing 
Racing 
Sports 
Racing 
Sports 
tates 


Publisher 
EA 

Sega 
Midway 
Midway 
Vivendi 
LucasArts 
Eidos Int. 
EA 

EA Sports 
Natsume 
LucasArts 
Konami 
Acclaim 
Eidos 

Sega 

Ubi Soft 
Activision 
Sony CEA 
Atari 
Vivendi Unv. 
Konami 
Vivendi Unv 
Koei 
Agetec 
Metro 3D 
Acclaim 
SCEA 
Capcom 
THQ 

Koel 
Capcom 
Activision 
Activision 
Capcom 
Codemasters 
Bandai 
Codemasters 
Agetec 
Rockstar 
SCEA 
Capcom 
Koei 
Tecmo 
Infogrames 
Universal 
EA 

Ubi Soft 
Sega Sports 
THQ 
Konami 











Month 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Mar-03 
Mar-03 
Mar-03 
Mar-03 
Mar-O3 
Mar-03 
Mar-03 
Mar-03 
Mar-03 
Mar-03 
Feb-03 
Feb-03 
Feb-03 
Feb-O03 
Feb-03 
Feb-03 
Feb-03 
Feb-03 
Feb-03 
Jan-03 
Jan-03 
Jan-03 
Jan-03 
Jan-O3 
Jan-03 
Jan-03 
Jan-03 
Jan-03 
Jan-03 
Jan-03 
Jan-03 
Jan-03 
Jan-03 
Jan-03 





SCOREBOARD 


Game Name 

Aero Elite Combat Academy 
Breath Of Fire: Dragon Quarter 
Def Jam VENDETTA 
Everquest Online Adventures 
High Heat 2004 

HSX 

The King Of Route 66 
MGS2: Substance 

MLB 2004 

MLB Slugfest 20-04 
MotoGP 3 

MVP Baseball 2003 
Rayman 3: Hoodlum Havoc 
Tenchu: Wrath Of Heaven 
Vexx 

World Soccer Winning Eleven 6 Int. 
ATV Quad Power Racing 2 
Black & Bruised 

Dark Cloud 2 

Devil May Cry 2 

Galerians: ASH 

The Getaway 

Guilty Gear X2 

PT.O. IV 

Primal 

Xenosaga 

Activision Anthology 

Battle Engine Aquila 
Evolution Snowboarding 


Legends Of Wrestling II 
Pride FC 

Star Wars: The Clone Wars 
War Of The Monsters 
Whiteout 

World Tour Soccer 2003 
ATV Offroad Fury 2 
BMX XXX 

Conflict Zone 

Dark Angel 

Disaster Report 

Disney's PK 

Dragon Ball Z: Budokai 
Dynasty Warriors 3 

Final Four 2003 

Fighter Maker 2 

Ghost Recon 


Harry Potter/Chamber of Secrets 
Haven 


March Madness 2003 
Minority Report 


games that you've COT to get your hands on! 


Publisher 


EA 

EA Sports 
Sega 
Rockstar 
Square 
Konami 


Game name 


Zone Of The Enders 2nd Runner 


Def Jam VENDETTA 
MGS2: Substance 

World Soccer Winning 11 
Guilty Gear X2 

NCAA College Basketball 2K3 
Contra: Shattered Soldier 
Grand Theft Auto: Vice City 
Suikoden lil 

Tony Hawk's Pro Skater 4 
Burnout 2: Point Of Impact 
DDR Max 

NBA 2K3 

NBA Live 2003 

Ratchet & Clank 
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Genre 
Air Combat 
RPG 
Fighting 
RPG 
Sports 
Racing 
Racing 
Action 
Sports 
Sports 
Racing 
Sports 
Platform 
Fighting 
Platform 
Sports 
Racing 
Fighting 
RPG 
Action 
Adventure 
Action 
Fighting 
sim 
Adventure 
RPG 

Old School 
Shooter 
Action 
Wrestling 
Fighting 
Adventure 
Fighting 
Racing 
Sports 
Racing 
Action 
Strategy 
Action 
Action 
Platform 
Fighting 
Action . 
Sports 
Fighting 
Action 
Action 
Action 
Sports 
Action 


Genre 


Action 
Fighting 
Action 
Sports 
Fighting 
Sports 
Shooter 
Action 
RPG 
Sports 
Racing 
Dancing 
Sports 
Sports 
Platform 














Publisher 
Sega 
Capcom 
EA Big 
Sony Online 
3D0 
Majesco 
Sega 
Konami 
Sony CEA 
Midway 
Namco 

EA Sports 
Ubi Soft 
Activision 
Acclaim. 
Konami 
Acclaim 
Majesco 
Sony CEA 


Capcom 
Sammy 
Sony CEA 
Sammy 
Koei 

Sony CEA 
Namco 
Activision 
Inforgrames 
Konami 
Acclaim 
THQ 
LucasArts 
Sony 
Konami 
Sony CEA 
Sony CEA 
Acclaim 
Ubi Soft 
Sierra 
Agetec 
Ubi Soft 
Infogrames 
Koei 

989 Sports 
Agetec 
Ubi Soft 
EA Games 
Midway 
EA Sports 
Activision 





Publisher 


Konami 

EA Big 
Konami 
Konami 
Sammy 
Sega Sports 
Konami 
Rockstar 
Konami 
Xaiisielg 
Acclaim 
Konami 
Sega Sports 
EA Sports 


‘Sony 
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ESPNVIDEOGAMES.com 
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Me 


‘In-the First Person Football” mode, I’m on the field, staring you down. 


bean see you. coming. You got nothing. No matter what the play, | own you. 
Ginen, tough guy, line up. You and me. Let's do this. 
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EVERYONE 








nba.com 
ESPNVIDEOGAMES.com 


ao | en 
‘BASKETBALL 








Seriously, | can take you. With the IsoMotion feature, | can clear the court and take you 


one-on-one. My crossover will leave you flat. My defense will leave you helpless. You can’t stop 
me. |'m ballin’ 24/7, crushing legends better than you. Let’s go, Answer, step up. 


AVAILABLE OCTOBER 16TH. 


AD DAD ATIAA AAAS 


OSEGA CORPORATION, 2003. All Rights Reserved. The NBA and individual NBA member team identifications used on or in this product are trademarks 


: S produc 
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t would be a rather bold 
Statement to say that no other 
game is more synonymous 
with the PS2 than Gran 
Turismo 3. Yeah, it would 
definitely be bold, but we don’t 
think it’d be far from the mark. Sony 

is poised to follow-up with what could 
be the only game able to topple G73 
as the undisputed king of racers. 

Gran Turismo has not only changed 
the way we look at racing games—it 
has changed the way the automotive 
world views the videogames we play. 
Carmakers have tried and failed to 
accomplish the type of automotive 
enthusiasm Sony has created with its 
flagship series. 


Back In the Day 

Success wasn’t an overnight affair. 
Polyphony’s first Gran Turismo for 
PSOne appeared on the scene nearly 
under the radar. By today’s standards, 
the game is rough, but it was the be- 
ginning of something about as special 
as a Tommy Kaira WRX. Then came 
Gran Turismo 2; it was more of the 
same, but better, and we loved it. 

But Gran Turismo 3 was the real 
head-turner. Originally called Gran 
Turismo 2000, the game saw enough 
changes and delays to warrant the 
name change. We're not going to lie; 














Five Questions with 
KAZUNORI YAMAUCHI 


PSM Can you tell 
us your favorite 
vehicle in each 

of the following 
categories, 
front-engine/ “ 
front-wheel drive; — 
front-engine/rear-wheel drive; rear- 
engine/rear-wheel drive; mid-engine/ 
rear-wheel drive; all-wheel drive. 





SPR omen 


Kazunori Yamauchi FE/FWD: Mit- 
subishi FTO; FE/RWD: Nissan 350Z; 
RE/RWD: Porsche G73; ME/RWD: 
McLaren F1; AWD: Nissan Skyline 
GT-R (R-32) 


PSM Can you tell us what cars you 
own? Also, of these cars, which is your 
favorite and why? 


KY | own a Mitsubishi Lancer Evolu- 
tion V, Honda $2000, Nissan 350Z, 
Porsche G73 and Mercedes AMG 
SL55. Out of these cars, | enjoy driv- 
ing the Nissan 350Z because it has 
total balance, which is very good. 


PSM Can you talk to about the 
900-degree Driving Force Pro? Why 
Polyphony, with Logitech, decide to 





go a step further for realism? Do you 
feel that this wheel further enhances 
gameplay? 


KY We (Polyphony) decided to go 

one step further with Logitech due 

to our outstanding relationship. Plus 
we want to provide the most realistic 
driving simulator ever and through the 
wheel, we are in the right direction. 
The wheel definitery enhances the 
gameplay and captures the true feel 
of the car. 


PSM There are no damage models, 
right? 


KY Ideally, we would love to include 
car damage, however, since we 
cannot, players will have to be more 
cautious and defensive in their driving 
during gameplay. 


PSM Did you ever consider the option 
of a clutch or clutch pedal in the 
game? 


KY Yes, | considered the option of a 
clutch or clutch pedal in the game, 
which is technically possible, however, 
the clutch operation relies on the 
gravity the driver feels, and gravity 
force has been difficult to simulate, so 
there is no clutch. 


4B / Ps 


LHANt 
eed 
be? cae 


Nh 


Even the sky looks amazingly realistic! 


Notice the amount of detail on the track. 


With the large selection of vehicles, you'll 
practically be able to race against all the 
cars of your dreams. . 





With the improved intelligence of rival cars, players will find that being in the middle of a pack isn’t the best place to be. 


Car models have had the added benefit of both polygon and texture upgrades. 
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BEST MOTORING 
INTERNATIONAL 

A long time fan favorite series in Japan, 
Best Motoring International takes 

the best of Best Motoring and puts it 
all together in a slick, easy-to-watch 
gaijin-friendly DVD. Up until recently 
the series was only available in Region 


2 format in Japanese without sub-titles. 


Best Motoring International is produced 
specifically for the American market. 


A little background is in order, just in 
case you haven't heard of the series. 
Imagine all your favorite rides from 








Gran Turismo all going wheel-to-wheel 
on some of the world’s coolest tracks. 
Sound cool? Then go to www.best 

motoringvideo.com in order to find 
out more. Each volume runs about 
$30, but is worth every penny. 


GRAN TURISMO 4 °; 


it wasn’t G73’s solid physics engine, 
number of tracks, selection of cars 
or soundtrack that warranted more 
than a few choice expletives. Its visual 
presentation had us lifting our jaws 
off the ground. For the first time in 
console history, a game almost looked 
better than stepping outside and 
watching the real thing. These cars 
were nothing short of stunning and 
ore) Cle (e(Jalt(er=] mom dar=limcay-] mie) (e| 
showroom counterparts. Yamauchi- 
san and his diligent team sweated the 
details; it was evident the first time we 
Cole) @- el=\-).@- 1a Cf ae 

For anyone who enjoys WRC, JGTC 
or is simply a car fan, G73 was and 
remains one of gaming’s highlights. 
Where else could you get inside the 
cockpit of the Zexel Skyline GT-R or 
the TVR Tuscan? Where else could 
you not only drive these cars, but 
modify spring rates, intake systems, 
turbochargers or tweak camber 
angles and brake bias? But it really 
doesn’t stop there; Gran Turismo 4 
promises a whole new world. 


Live In Your World. 


Play In Ours. 

Yamauchi-san told us, “The series has 
lots more to go—my vision is to create 
a nation or society for car lovers to be 
a part of and share their passion and 
learn more about cars” With over 500 
vehicles, we'd say GT4 is getting damn 
Close to that vision. We understand 
that most of GT3’s vehicles will make 
it into the mix, along with concept ve- 
hicles, new models and older vintage 
vehicles. You may have already seen 
the 30+ vehicles from the E3 demo, 


but expect to see additional produc- 


tion, Le Mans, WRC, JGTC and even - 
some Formula 1-style vehicles. When 
you think about how much research — 


ae has to go into a single vehicle, it really ‘ 2 


starts to set in that this is a massive 
undertaking. We're pretty confident 
that we'll see the best roster of any 
GT game to date. Polyphony has 









Polyphony practically rewrote and 
rethought every line of code to bring 
the new physics engine to unmatched 
levels of realism. The goal was to 
make each vehicle even more con- 
vincing, further enforcing the illusion 
of reality. Overall, our understanding 
is that car behavior will be noticeably 
improved over GT3. PSM’s limited 
playtime with the most current build 
didn’t feature finalized physics, but 
we've been assured that the final 
product will receive additional tuning. 
That GT-class NSX we like is going to 
feel so much like the real thing, we'll 
be looking for the five-point racing 
harness to buckle up. 

Part of the fun for any car nut has 
been the extremely robust tuning ca- 
pabilities in the GT series. Expect more 
bolt-on parts than ever. “The modifi- 
cation portion of G74 offers a lot more 
variety than G73. For example, one’s 
car chassis stability will increase or de- 
crease,’ Kazunori told us with a smile. 
Although you won't be able to see 
that aforementioned five-point racing 
harness, it’ll be there. Other mods will 
be more visible on each vehicle, like a 
set of forged Ray Engineering, Work 
or Advan racing wheels. These highly 
lightweight wheels will look great on 
nearly any vehicle, but they’ll also im- 
prove performance, increasing lateral 
acceleration and grip while keeping 
rotational mass down to a minimum. 
The team is hard at work adding visual 
mods, like bodykits from companies 
such as C-West or GP Sports, but 
there are no promises—there is so 
little time that it’s highly unlikely that 
all 500 cars will receive this loving 


touch. We're predicting that most of 
the visual mods are limited to Japa- 


: i. and particularly Polyphony 


uUpr pra. And don't worry, 
e ay : damage models, so 





developed an outstanding relationship. a ce we can not, 


with automakers and tuning shops 
worldwide, so don’t be surprised to 
spot a few new unexpected rides. 
Along with more vehicles to tweak, 
tune and race, the game will undergo 
some changes. Kazunori continues, 
“There will maybe be changes to the 
license tests and if so, they will be 
more challenging than before. Overall, 
the Al will still be dependent on the © 
player's driving manners.’ Hopefully 
that means that the Al won’t smash 
into players or let players use them 
as walls during cornering. Chances 
are they won't. Polyphony hasn’t 
simply taken the previous assets and — 
slapped them back together for the — 


sequel. Practically every aspect of the 


game has been rewritten, redrawn or 
reworked. 

According to Polyphony, one such 
facet is the already fantastic physics 
engine. It received a serious overhaul. 


Kazunori revealed that engineers at 
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ips oes Poh tiody ts Hs het 
Gr4 under wraps very well, but we | 
did get a few bits of info during our 
conversation with Kazunori-san, 


“There will be more emphasis put on 


Rally mode to make it more fun and 


_ encompass more courses than GT3” 
_ While it’s not true point-to-point rally 
facing, it’s still fun to drift through 


Tahiti or the newly design Grand 
Canyon course. It might not feel like 
an afterthought, like it did in G73, if 
more emphasis has really been placed 
on rally racing. We'll have to wait and 
see, but judging from the Evo VIII and 
the WRX Sti eating up the dirt track, 
maybe he’s right. We didn’t get an of- 
ficial confirmation regarding any form 
of drag racing, but we did get the very 
nee Bion are strongly looking 
g drag racing” from the 

Polyphony Ir t. That od be 
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interesting to see in a GT game. 
The creator of the series also 





spoke to us on the old and new con- _ 


trol. No, there isn’t a nitrous button, _ 


but the team went back to the control = 
and saw ways to improve it. He reluc- 


tantly admits, “We found that many 


people couldn't drive in a straight line” 


Like other aspects of the game, the © 
design team went back and started 
over to provide a better experience. 
Seeing as control is likely the most — 


important aspect of a racing game and 
especially of a simulation, Polyphony | 


spent much time to get the right feel 


down. Come G74 time, we'll be tossing — 


out our existing GT Force wheels and 
replacing them with the newer, fancier, 
more precise Driving Force Pro wheel 
by Logitech. Polyphony worked with 
the wheel maker to give G74 players 
an even crazier level of control—900 
degrees of control to be exact. This 
will be the first racing game ever 
to feature a steering wheel identi- 
cal to a real car. Even Sega’s arcade 
simulation, Ferrari F355, only had 
180 degrees of motion for its steering 
wheel. If you weren't lucky enough to 
give the wheel a go at this year’s E3, 
take our word for it-—the new Logitech 
wheel rocks and totally adds to the 
GT4 experience. After you’ve gotten 
behind the wheel of the Driving Force 
Pro, there’s no going back to the little 
DualShock 2 controller. 

But whether you fork out the 
cash for the Driving Force Pro or 
not is inconsequential to accessing 
GT4’s Network play. As a Broadband 
Only-game, GT4 will allow up to 
six-player simultaneous battles on 
almost any course. We can’t confirm 
at this time, but rain courses may once 
again be limited to four players, due — 
to hardware limitations. Yamauchi 
also admitted that there’s no question 
that players from different regions 
will be able to go wheel-to-wheel, 
but the only logistical problem behind 
that might be the language barrier. 
We don’t care if we can’t understand 
what our opponents are saying; they’ll 
understand our body language when 
we're whuppin’ them around Laguna 
Seca. For the really competitive play- 
ers, GT4 will have online record keep- 
ing accounting information. GT4 will 
not, however, support the microphone 
option. Details are sketchy, but it’s 
possible that the game will support 
the USB keyboard for lobby chat. 


Turning Up the Boost 
The game Sat support ProLogic Il, 
DTS or any other audio formats, but 

it will support an internally developed 
virtual 3D audio format. This means — 
we won't get 5.1 channels of engine © 
revs, but we will get Sony’s poem d 
sound engine. 3D or no 3D, Gran — 
Turismo has always been among the 
top racing games for in-game car _ 
sound effects. It’s not so much that 
the engines are perfectly matched 

to their real-life counterparts, it’s the 
way they're recorded and tuned for 








‘GRAN TURISMO 


eg ne oe ee 
_ that sound of a high-revving engine 
_ down into our gut. If you’ve ever 
been on the track, you know exactly — 
_ what we're talking about and agree © 
_ that GT gets that feeling down. Like — 
_ previous GT games, Polyphony spent — 
hundreds of hours digitally recording — 





_are recorded from the engine bay and _ 


rapa of the improved render- 


prep re ip 


- race drivers teach regular Joes how to ” 
racing love all around the world. Weill - _ further develop into better skilled driv- 
hold final judgment until we review ers. A three-day course offers students 


: oars but our excitement is extremely : 












IT’S ALL IN THE 


We at PSM at big fans of the turbo- 
charged flat-four cylinder Subaru WRX. 
Check out these tasty shots of the WRC 
car ripping through the streets of an 
otherwise serene Assisi. The amount of 
detail in textures and the genuine light 
source gives G74 a look like no other 
racing game. Of course, the game’s good 
looks aren’t limited to Italy, but we can’t 
help but to admire these screens. 


DETAILS 


vehicle sounds. It’s not just a matter — 
of slapping a mic on each car. Sounds — 


exhaust tip at a stand still. Each car — 
is then taken onto the track to record — 
sounds a various rom wider load. $0. 
when you're driving that old Stingray, = 
rest assured that it really will sound = 
like a vintage "Vette. — Tae 
Visually, the game will run ina 8 4 
640 x 480 resolution and pees | 
16:9 aspect ratio. Unfortunately, a e 
is no high-def mod, but the tasty 
letterbox mode is enough to keep us 
happy. You may have noticed from 
the screen shots that G74 does eae 
noticeably better than the game it — 
replaces. We can thank the revised — 
rendering engine for that. It can push — 
about six million polygons. That’s a 
few million more than the previous 
rendering engine. Vapor rises off the 
distant track, dust flies off the speed- 
ing rally vehicles and reflections have 
never looked so freakin’ unbelievable. 
If G73 was pushing the PS2 hardware 
to about 90 percent, then GT4 takes it 
past the 100 mark, because this looks 
better than most of the stuff we’ve titi ae ? a ae 
seen on any console. Use the handbrake around sharp corners! h this car, you’re ready for Le Mans. 
Since the graphics engine received 
a make over, it permitted the artists to 
do the same to all the existing vehicles. 
All the cars were remodeled and all 
the textures were redrawn to take full 
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You can smell the grass, can’t you? 


What does it take to design and. ie 
develop the ultimate racing game? 
This is a question Polyphony Digital — 
president, Kazunori Yamauchi, asked | 
himself in the mid ’90s. He must have 
found the answer, because G74 is 


pretty damn eae i We're 


BARBER SCHOOL 
Undoubtedly Gran Turismo’s most fa- 
mous course, Laguna Seca, is home to _ sila ; 

_ Skip Barber’s Dodge-sponsored driving = = “" >= (WP 0 | 
f school. There a well-trained team of Be 


















for a game that is sure to rekindle 


a 
er 
DANIEL SMITH/SNAPSMITH.COM 


the chance to get behind the wheel of TTT aE area TY see 
- Formula-like open-wheel cars that are who get the racing bug can continue 
- almost as good as something Michael training with one of the school’s many 
~ Schumacher would helm. Both in-class intermediate and advanced programs. 
training and behind-the-wheel experi- For additional info on Skip Barber 
ence makes for a grueling, but highly and Skip Barber Racing School check 
_ addictive three-day excursion. Students | out wwwsskipbarber.com. 
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GRAN TURISMO 4 
REAL VS. UNREAL 


It's getting to the point where we're not going to distinguish video games from the real thing. Gran Turismo has always been the Real Driving Simulator and with the 
improved visuals of G74 things are only going to get better. Seriously though, you don’t have to take our world for it. In fact, we challenge you to develop your own decision. 
Check out these shots of the real Fuji compared to the Polyphofy-created dealio; the similarities and illusion of reality is insane. 
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While no visible damage will show up 

on the cars, hitting things will definitely 
slow you down. You'll need to drive flaw- 
lessly to come out on top. 
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'R R CITIZENSHIP? PROVE IT ON THE U : 
YOU'RE GOOD ENOUGH TO EARN YOU hi 
ONLINE PLAYGROUND. A HALF MILLION POTENTIAL CHALLENGERS WAITING TO BA 


(ADVANTAGE. 
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LPEYIPREVIEWS: 


YOUR FIRST LOOK AT THE HOTTEST NEW GAMES » OCTOBER 2003 


CONTENTS Welcome to the family... 


Backyard Wrestling 


EZ} pormax 2 


Dragonball Z: Budokai 2 
Ey Fatal Frame 2: CB 





ae : a ill. ii iat 
EEL} james Bond: EON 


(E:} Mafia 


cy Medal Of Honor Rising Sun 
ih) NFL Street 


[J NBA Ballers 


fs ay 
Mobile Suit Gundam 
IE) NBA Live 2004 


ET) ssx 3 


cy Transformers Armada 


IEE} whiplash 





HOT GAMES 


Don’t waste a second; 
turn on over to these 
big games NOW! 


Over 60 vintage vehicles fo steal, . 


I2 square miles of city fo explore, 
and one bad reputation to uphold 












Transformers Armada pg. 68 
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GAME INFO 





amily. For 
nates mm oy=10) 0) (= 
it’s something 
that’s simply 
taken for granted. 
Tamdat=m'Ve)a(eme)i 
organized crime, 
however, family is 
everything. You're 
either a part of it, or 
you're an enemy. 


That philosophy, while simple, holds a lot 
of weight in Gathering’s upcoming action 
crime epic, Mafia. Originally released for 
PC last year, the title is finally breaking 
its way onto the PS2 and we've got the 
first real insider info on it. 


Looking For Heaven 

Set in the ficticnal American town of 
Lost Heaven during the 1930's, Mafia 
Starts as a simple tale about a simple 
man, but quickly grows into one grand, 
unforgettable adventure. Playing as a 
regular cabbie, Tommy Angelo, you'll 
work your way up the ranks of the 
Salieri family, rising from a lowly Foot 
Soldier to an envied Made Man. That 
is, If you can survive. 

The game is split up into 20 
major missions, but most of those 
can be further broken down into 
sub-missions. Players will need to 
complete such classic objectives as 
assassinations and bank jobs, as well 
as performing escort duties for the 
Don. Some missions even require 
stealth, such as the one that has you 


« Cars had a certain style back 
in the golden age of gangsters. 





PUB GATHERING | DEVILLUSIGN SOFTWORKS | RELDATERGV TYPE ADVENTURE | ESRB RATING MATURE 











breaking into a mansion under the 
cover of darkness in order to avoid 
patrolling guards. There are also 
numerous side quests available, which 
add to Mafia’s depth, but those are 
purely optional. 


Carjackers Delight 

While not quite up to the level of GTA: 
Vice City, Mafia will still impress with 
its large variety of vehicles. There 

will be over 60 different cars to try 
out, each with varying speed and 
handling characteristics. From the Bolt 
Model B, which is the basic run-of- 
the-mill car, to the flashier Thor 812 
Cabriolet sports car, there's definitely 
something for everyone. To be com- 
pletely accurate, each of the cars 

was faithfully modeled on the typical 
ones found in the time period, with 
even the smallest detail considered 
important. 


Catch me, Coppers 

As with any game where you play as 
the criminal element, the police have 
to make some sort of appearance. 
And, depending on how intelligent 
they are, it can make or break the 
experience. Fortunately, law enforce- 





Sa 
©. The numerous cutscenes do a great job of 
pushing the well-written story along. 
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ment in Lost Heaven is of the highest 
caliber, so it won't be so easy for 

you to complete your missions. The 
police patrol the streets on foot and 

in patrol cars in order to maintain law 
and order in [the city]. If you’re caught 
committing offenses, such as speeding 
or minor traffic violations, you'll be let 


off with a fine, but 
brandishing a weapon 
in public and trying to 
evade their attention 
will result in back-up 
being called and the use 
of deadly force against 
you. You'll definitely have 
to play things cool, all the 
time. Mistakes will not be 
tolerated and most likely 
will leave you dead or in 
the slammer. 


A Better Hit 
Due to the overall 
complexity and 
scale of the game, 
the challenge of 
bringing it onto the 
PS2 was not a light 
one. However, the 





. One of the main ways the mob makes 
money is by collecting protection fees from 
various shops and restaurants. 





& Uday: 
pak Aha! 
eta 


ii 
Kye ey 





Most of the 
buildings and 
houses in the city of 
Lost Heaven sport 
more detail and 
higher-res trextures 
than those found 
in Rockstar’s GTA 





Even when compared to GTA, Mafia seems 
to feature so much more detail. The city just 
looks so real and alive. Check out that train! 


out there that let 
you jump into the — 


eee 
/ | some truly classic 
Z rides. They actually 


' | go pretty fast, too. a 





the voice acting is top-notch. Mike Sorvino 
voices the role of Tommy. 
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team was dedicated 
and felt it was an all 
or nothing situation. 
They wanted console 
gamers to have the 
same full experience 
that thousand-dollar 
PC owners have 
had. So, none of the 
missions have been 
chopped down, the size of the game 


= He 


has been completely retained 
and no areas have been 
left out. The team even 
went further beyond the 
call of duty and improved 
the controls, made the 
aiming more intuitive and 
increased the overall speed of 
the vehicles. No, you won’t 
be reaching Ferrari speeds, 
but the cars certainly pack a 
few more horses. 


Mob Story 
em llicis 
gameplay and a greater 
focus on action, Mafia 
could certainly fill 
the GTA void this 
Christmas. After all, 
at first glance, the 
title shares several 
similarities with 
Rockstar’s series. 
However, a closer look 
reveals an even deeper 
experience that is 





going to surprise most 
gamers. The well- 
written storyline and 


Models: 


"ay very tight narrative 


drive the game, 
throwing the player 
into an incredibly real 
world of the mob. 
Finally, PS2 owners 
will be able to “live 
out their wise guy aspirations. Just 
remember, [though], it’s a game and 
not a way of life” STEPHEN FROST 





Thanks to more intuitive controls, aiming 
is definitely more fluid and arcade-like. You 
don’t have to be so precise. 


i 





ometimes 
better to wait until night before attempting 
the more dangerous missions. 





0 


displays will 
=| help you to 
«| keep your 
‘| speed limit 
under the 
legal limit. 
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BOMBASTIC puts YOU in control of an ABSOLUTE minefield of EXPLOSIVE, 
moving dice. Roll the dice around the field to link them in like combinations. 


Once they connect, the dice are DETONATED and will EXPLODE. The ACTION 
gets HARDER and HARDER as you go along! So MANY ways to play! So little 
time! GET READY to go BOMBASTIC! 
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“you wont be able to put this 
down=yntil you've seen all of 
She new footage.’ 


A = _Game Informer 





‘weit jacked me, 


» the casual fan, 
s into The Matrix 
universe.’ 


_Official PlayStation 
Magazine 
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a 


cea! 


> = 3 . bee wh a te 
‘ s Sab minut Hf 
Sl i Se Ba ai 33 
eS ie ongnengagigt 
eae . a ee he eee 


ei: MIN STORES NOW 


vail 
‘ a 


” thd — 





f 


appt ing. r 
| ee 
a i in 


re? SBRSWWWENTERTHEMATRIXGAME.COM 


G ‘ —s sialoe 


eo ecm ate 
Lf 





: 
a 
oe) 
if f sth 
Pe « . 
tn Toads: rid, ae tware ( © 2003 Warner. Bros. Entertainment Inc. and tesa >. All rights reserved. Windows is either a registered trademark or 


trademarklof ‘Migrosoit Corporation in the United States and/or other countries. The ratings icdn is a trademark of the Interactive Digital Software 
Association. All other trademarks are the property of their respective owners. Maniutactaed and marketed by Atari, Inc. New York, NY. Microsoft, 
Xbox, and the Xbox logos are either r egistered trademarks o or trademarks of Microsoft Corporation in the United States and/or oth 
are used under license from Microsoft. “PlayStation” and the “PS” ieee logo are registered trademarks of Sony Compwtetiiam 
Nintendo, Nintendo GameCube and the Official Seal are trademarks of Nintendo. © 2001 Nintendo. All Rights Reserved, 


sr countries and 
nment Inc. “3 Mild Language 
Suggestive Themes 
Violence 






'& © Warner Bros. Entertainment Inc. 


CONTENT RATED BY 





PI MATT ah TPP 


Hy 


fis 


L-= 
Whe 


OT ed FI HAS 


Fi NA 


cd ome Y FTA 


Sd Sed KEPT 













“aif you are a diehard fan © 
of the films, it doesn't get | 
much-better than this. ‘ 

_Game Informer 


“asif you are a hardcore Matrix fan, owning: Enter the Matrix is an absolute wecessity. 
_PlayStgtion Magazine 


“Mark this down: this is the day the entertainment tadustry changed forever. A-plus.” 


_Tribune Media Servites 


“If you're @ die-hard fan of the flicks, Entemthe Matrix 
provides exactly what creators Andy and Larry Waehowski 
had premised.” Electronic Gaming Monthly | 


| | “Explosive ang stunning - Atari's Enter the>Matrix 
wmpeerees §revolutionizes 3-Dradventure gaming with blockbuster bravado.” 


_Nintendo Power 





“dodging bullets and pulling off mad 
kung fu in Enter the Matrix is exactly 


what I hoped it would be ..awesome.” 
_Official Xbox Magazine 


"Setting a new standard for game and 
movie studios working together." 
_Detroit News 
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& It’s a narrow valley with high cliffs on either 


side. Can we say ambush? Let’s be careful, guys. 


EA’s taking the fight to the Far East! 


ith Medal of Honor: 
Rising Sun, the series 
travels halfway 
across the globe, 
moving from the 
European theater in WWII to the 
Japanese front. Gone are the Nazis, 
replaced with Japanese fighters who 
look, think and fight completely dif- 
ferently. The enemy Al has been com- 
pletely retooled to accurately reflect 
the fighting techniques of the day. 


A Some of the levels are simply massive. 
You would never see a view like this in past 
MOH titles. It’s quite breathtaking. 


For example, the Nazi soldiers would 
usually pull back when they saw you 
and fire from a distance. The Japanese 
soldiers will rush you and try to use 
their bayonets. 

The environment has changed 
quite a bit as well. Gone are the flat 
European plains; in their place are 
cliffs and jungle vegetation. Enemy 
fighters will fire from elevated 
positions as you make your way 
through a valley or jump up from 


A Oooh! A sniper rifle. Everyone likes a 
sniper rifle. Just don’t be on the receiving 
end of it. Could be harmful to your health. 


spider holes in order to ambush your 
jungle convoy. 

Multiple paths through each level 
ensure a good amount of replay value, 
while the ability to ride animals spices 
things up a bit. That’s right, when you 
are wandering through the jungle 
and find an elephant, it is possible to 
hop up top and take it for a spin. The 
elephant will move on a preset track 
while you spin around and shoot the 
enemy with your trusty machine gun. 


A Like a measly little fence is going to stop 
you! Actually, it does. You have to go the 
other way to get to the end of the level. 
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¥ It’s time to ride the elephant express! 
Hop on its back and take out your enemies 
with the mounted machine gun. 
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Other changes to the game 
include a heavy reliance on scripted 
events to move the story forward— 
there are around 300 of them in the 
game—and the removal of in game 
saves. Instead of being able to save 
whenever you choose, players will 
need to find a save point located 
Safely off the main path. 

As an exclusive for the PlayStation 
2, Rising Sun will also offer online eight 
player deathmatch. Voice chat will be 
supported via the SOCOM headset, so 
you can certainly expect to hear us in 
the near future. 

ADAM PAVLACKA/STEPHEN FROST 


: 2 
All new Al and exclusive online play on PS2 
promises good things. 





A Game You Can't Refuse! 


Na | ' 
2 | 7 





www.mafia-game.com 
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FORE CHECK. BODY-CHECK. TEETH CHECK. 





DEFEND YOUR ICE 


Protect your goal scorers with the glove-droppin’ 
art form of the new Fighting Engine. 


LIGHT THE LAMP 


Play online* against the most competitive puckslingers 
in the country at anytime. 








It’s in the Game: 


CRASH THE BOARDS 


Cash in your checks at the glass bank with the helmet 
popping and painfully accurate Bruise Control." 


RAISE THE CUP 


Build the perfect team with the deepest Dynasty Mode” ever 
and get your name inscribed onto Lord Stanley’s chalice. 





Face off at nhi2004.com 
PlayS tationse AOL KEYWORD: NHL 2004 
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Transformations 


As all of you know, the defining 
feature of the Transformers is 
their ability to change from robot 
form into other ordinary Earth 
objects. Youill apparently be able 
to do this, on the fly, during any 
segment of the game. 


The Autobot, Hotshot, can change into 
a rather fast sports car. It looks kind of like 
3 Porsche, actually. Lel’s just see if the 
Decepticons can keep up. 


ince as far back as I can 

remember, | have always 

wanted the Transformers 

to show up in a game 

of decent quality. A 
few titles have come and gone, but 
none of them has truly captured the 
excitement or essence of the shows 
and toys. Now, however, it seems 
one company, Atari, is finally doing 
the franchise right and putting an 
established development team behind 
the project. While not based on the 
original series, Armada does feature 
an inviting storyline and plenty of 
cool-looking robots. 

Details are sketchy, but it seems 


& Explosions are going to be quite spectacu- 
lar in this game. The variety of weapons will 
also be impressive. 


Pt oe 


& While the total number of playable Autobots has yet to be revealed, ™ 
Atari has mentioned that there will be plenty for fans to choose from. =| 


TRANSFORMERS 


ARMADA 


Atari unveils a game that is more than meets [he eye 


that the game will take place in 
2010 and follow the continuing 
battle between the Autobots and 
Decepticons. Both sides are now ina 
race to recapture Mini-cons, smaller 
robots that are capable of making 
ordinary Transformers extremely 
powerful. Originally, the Mini-cons 


& The developers have done a great job of 
keeping the scale accurate. Just notice how 
Hotshot towers over the nearby trees. 


were set adrift in space, as they were 
far too dangerous. However, when 
their ship is discovered back on Earth, 
the rival sides scramble to use them 
to their advantage. 

With a mid-2004 release date, 
there is still a long wait before this 
game shows up on store shelves. 


68 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #76 OCTOBER 2003 / www.psmonline.com 


ESRB RATING PENDING 


jal on 


>» While he 

may look a 

bit different, 

the great 

Autobot leader, 

Optimus Prime, ¥§ 

returns in all 4s 

his glory. 


A Using the environment as cover is going to 
be crucial, especially when outnumbered by 
the Decepticons. Look for any advantages in 
the terrain that you can find. 


However, we couldn’t help but reveal 
the first info and screens of Armada 
to all you fans out there. We have a 
feeling that this game may do a lot to 
redeem the past Transformers games 
out there. Expect some more juicy 
details in the months to come, but 
definitely enjoy this initial look at the 
robots in disguise. STEPHEN FROST 


With a good developer behind it, this game 
has great potential. 





GAME INFO 








nlike last year’s DDRMax, 
which was based on the 
Japanese game of the 
same name, Konami’s 
DDRMax 2 finds its roots 
in the European PS2 game, Dancing 
Stage Megamix. The core gameplay is 
the same, but some key features have 
been changed. An ultra-easy Beginner 
mode has been added to help new 
players learn the game and an 
Endless mode allows players to dance 
through every song in the game. 
Popular features, such as the 


¥ Licensed songs in the 


PUB KONAMI | DEV KEET | MAX PLAYERS Two | | REL DATE SEPTEMBER | TYPE DANTE ESRB EVER YOME 








Hailing from Europe, this is once dance game 
you'll want to learn to play. 





Workout and Edit modes, have 
returned and an all new link system 
allows owners of DDR: Konamix and 
DDRMax to unlock special features. As 
for the songs, Konami has arranged a 
top mix of fan favorites, such as Tenth 
Planet’s “Ghosts” and licensed hits, 
such as DJ Sammy’s “Heaven” 

ADAM PAVLACKA 











game now feature actual == 
music videos. 








> Beginner mode shows 
you how to play with an 
on screen dancer. 


TT EPUB EA | 


BA Live 2003’s weak spot 
was defense. It had none. 
For this year’s update, the 
developers gave the Al an 
overhaul, making defense 
something that actually has an effect 
on the game. New player animations 
allow for collisions and injuries and 
the Al now tracks the ball as it moves 
down court. 

Dynasty mode has been enhanced, 
offering more options for gamers who 








4 Even from a purely visual perspective, this 
year’s game has improved significantly. It 
feels like we paid big bucks for these seats. 
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wants to bury themselves in details, 
while the one button quick plays make 
it easy to jump into the action. Other 
additions include revamped character 
models and online play, which allows 
for player specific stat tracking. 

ADAM PAVLACKA/STEPHEN FROST 


Improved on-court player dynamics makes 
for more realism and authenticity. 





A Double-teaming is a major part of 
strategy now and it is quite easy to do. The 
defense has certainly been bumped up. 
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PUB/DEV MIDWAY | 





A» You know, 
playing a nice 
little game of 
hoops is so 
much more 
relaxing when sees 

you're doing it in the shai of your own 
multimillion-dollar palatial home. 













t’s time to drop the team. In 
NBA Ballers, you’re not playing 
for a trophy, you’re playing 

for personal glory. As one of 
80 different NBA superstars, 
you take to the court in a one-on- 
one battle that mixes elements of a 
sports title with a fighting game. Each 
character plays differently and online 
support means you'll never be short 
of challengers. 

Playing on the personal courts 


MAX PLAYERS FOUR | 


NBA BA LERS 


PREVIEWS e8 


TYPE SPORTS REL DATE FALL | ESRB TBA 


of the stars, the point of the game is 
to become the best of the best. Ball 
handling is arcade-styled—somewhat 
reminiscent of NBAJam—but players 
can execute custom super shots by 
entering a preset button combination. 
ADAM PAVLACKA 


Super moves and online play add up to some 
serious b-ball. Grab your shoes! 








GAME INFO 







"ee eee 2 * © 










BA Jam inspired NBA 
Street, so this game’s 
fast-paced, three- 
on-three gameplay is 
instantly familiar. There’s 
even a “jam meter” that enables 

you to execute one of 40+ “monster 
dunks” when full. 

NBA Jam has a vast roster: players 
from every NBA team, around 60 
legends from Magic Johnson to Pistol 
Pete, and the usual novelty charac- 





PUB/DEV ACCLAIM | MAX PLAYERS SIX REL DATE Q4 | TYPE SPORTS | ESR 


<4¥ The 
Legends 
mode lets you 


yesteryear as well as 
today. Wilt “The Stilt” 
Chamberlain was pretty 
fearsome! 


ters. It also has a new Legends mode, 
in which you start in a sepia-tone, 
60’s-era gym, playing against legends 
that play the old way (no 3-pointers, 
few dunks) and progress decade-by- 
decade to the modern look, players, 
and style of today. ERIC BRATCHER 


Will the lack of any online support hurt this 
Classic basketball series? 
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BACKYARD 
WRESTLING 


takes place on a talk show that 
looks more Monte/ than Piper’s 
Pit. One new addition, though, 
is a cool Create-A-Wrestler 
mode that enables you to 
select the look of your 
mullet maniac and even 
map certain slams to 
specific buttons. This is a 
feature that has been sadly 
neglected in a past number of 
wrestling titles, so we're glad to 
see it here. 
Granted, the game still has a 
bit of work to do if it wants to 
even approach the same ring 
as Def Jam Vendetta. Then 
again, any game that lets you 
kick a clown’s ass can’t be 
that bad, can it? Clowns 
























f you ever wanted to slap 

the snot out of a clown with 

a fish, or whip some big- 

breasted beauty into a hot 

shower and turn up the ! 
heat, Backyard Wrestling is the 
title for you. 

You can set people on fire, 
jump off roofs, even fight in a 
strip club and watch as the 
strippers and bartenders try 
to get a piece of you. 

What does any of this 
have to do with wrestling, 
you might ask. Well, not 
much. There's no ring, no 
rules, and the Story mode 





& We don’t think we’ve seen much blood since 
watching the original The Shining movie. 












A The catch with those death-defying A How about a filet o f sole, as in the sole of 





This is about as violent and 
primal as wrestling can get. need not answer. leaps is that you actually have to hit your my boot? The girls are just as damaging as 
JON ROBINSON/STEPHEN FROST opponent with them. Good luck! the guys. Don’t think they’re weak. 
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DRAGONBALL Z: 


BUDOKAI 2 
Kamehameha! [NEV in, 














& The particle system of the PS2 will add sen- 4 A dynamic camera will circle the action to 





sational effects to every battle. provide cinematography that accentuates the ith games like “— ind-blowing fireballs 
battle. You can almost feel the kick... Auto Modellista a Fwill rejoice to learn the 
Ubisoft’s upcoming cartoon’s trademark Fusion technique 
Xiil all the rage, a has been included in the game. 
prediction we made Players can merge two characters 
some time ago is coming to pass. and even absorb enemies to create 
Cel-shaded graphics are sweeping stronger fighters. Ooh... so exciting! 
the industry, and the latest genre to DOUG TRUEMAN 
get the cosmetic makeover is the 
dying fighting game. 


Atari has taken the Dragonball 
Z license and turned it into a brawler 
that fans of the show and fans of the 
genre will clamor for this Christmas. 
The title features an extensive story 
mode—a rarity in the fighting genre— 
where players will unite with CPU ; 
controlled characters as they scour a There's nothing like savant 
the globe for the seven Dragon Balls. shockwave to keep enemies at bay. 
Thirty-four characters from the show 
will be featured in the game, as well yn, 
as highly destructible environments. Ee a 

Hardcore anime lovers and 

4 Not since Ken and Ryu burst on the scene has an uppercut had so much pizzazz. players who love to duke it out with 





With its addictive gameplay and Tiburon as 
developer, this game has serious street cred. 
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REFLECTIONS OF TRADITION. Exclusively on the PlayStation®2 computer 


entertainment system, Tekken legend Heihachi jumps into the Soulcalibur®II arena. 
The battle will be hard fought with old Soulcalibur favorites and new masters ready 
to battle anyone with the guts. And the fighting continues with over 10 modes of 
play, including the new Weapon Master Mode, giving you the chance to unlock 
hundreds of weapons, costumes, arenas and hidden characters. 








Don't bother closing your eyes. 
Because what you sec isn’t half as disturbing as what you dont. 


SILENT HILE-3. 
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RAIDERS 


5,500 


NFL STREET 


Football as it was meant to be played—on asphalt 


he closest that most of us 

will ever get to playing 

NFL football is a pickup 

game. Where else can 

you feel like a pro while 
running plays like “Sprint to the Crack 
Dealer and Hook Left” or “Pants 
Wilson and Go Deep While He’s 
Covering His Shame”? 

NFL Street captures the addictive 
fun of pickup football on the PS2. 
Like the brilliant NBA Street, this title 
adds a stylistic urban element to 
America’s real pastime (sorry baseball, 
but you’re old news). The 7 on 7 
arcade action forgoes refs, the kicking 
game and other tiresome elements 
of NFL play in favor of showboating 
special moves, trick plays and flashy 
Gamebreaker power-ups. 

Each trick you pull off earns you 
more Showboat points. These will 
not only impress the honeys, but also 
charge up your Gamebreaker meter 
to the point where you can bull rush 


your way though the opposition or 
spear an enemy ball carrier into the 
middle of the offseason. Plus, you can 
play in a variety of unique locations 
like the beach, a park or a good old 
fashioned empty lot. 

The game features more than 





26, 


CAE EE fasts te 


300 current and legendary players, 
which means that you'll be able to 
field a team with all-time greats like 
Barry Sanders, as well as today’s All 
Pro players. You'll also be able to 
customize your players with hundreds 
of clothing options, unique hair styles, 
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A In typical football 
games, trick plays 
rarely work. In NFL 
Street, they’re golden. 


intense tattoos and gear that will even 
affect player stats. You'll want to look 
good, especially if you make use of 
the game’s online play. After all, on 
the street, your game needs to be 
more about style than strategy. 

DAN EGGER 


A Your players line up for both offense and 
defense. Head’s up, Barry! 


<4 If we were in charge of football, this is 
what the Heisman trophy would look like. 





Street Legal 


With no refs and 
no rules, the 
gameplay can get 
a little rough... just 
as we like it! 


There’s 
one whiner in 
every pickup 
game, but 
that was 
a total ker 
punch. 


‘eee we sees _ — 
‘ ‘ { 
s 5 


A Without helmets, you actually get to see 
the players’ faces... moments before they 
skid across the turf. 


A Michael Vick: blink and he’s gone. You'll 
probably find yourself on the ground with a 


mound of grass or asphalt in your mouth. 


With its addictive gameplay and Tiburon as 
developer, this game has serious street cred. 


PSM BREAKDOW 
im 0. 


pparrcaens 


| A With Street’s 7-on-7 


i 

| action, you'll be using 
| alot more strategy 
H 


| than you would in most , 


| other arcade-style 
| football titles. 


brvwnireizatssion senigpagpnrar 


Go for the 
eyes... gO 
for the eyes! 
it’s their 
one major 
weak spot, 
we think. 


be ee ae 
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Half the fun of playing street 
football is breaking out the 
showboat moves. You can’t teach 
this kind of stuff. You have to 
learn it on the streets. 


It’s Keyshawn Johnson. Just give him 
the ball and get out of the way. He’s a 
one-man wrecking crew with attitude. 


Now, it’s time to dance! Let’s hope 
you already have the moves to compete 
because there’s no instructor to save you. 


A You let these guys 
slip through and 
they’re gonna bash 
their way all the way 
to the end zone. You 
got the speed to 
keep up? 


Sometimes showboating takes the 
form of one guy ramming another guy’s 
face into the ground. 


An up-close look at 
the game in action 


\_—_ ay — 


25,000 


< Points are retarted: 


you perform. They’ll 


ee = for any tricks or moves ' 
H 


also help to fill your 
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“eee, Gamebreaker meter. 
Ee ascianat Ee 


Kennedy 


A For the first time, you'll 
get a chance to play 
football on everything 
from a typical grass field 
to asphalt. You'll also 


+ have to avoid trees, walis 


and other obstacles. 


PSM: 100% INDEPENDENT PLAYSTATION 2 MAGAZINE / 

















Bitter Enemies, allied schemes, and War Council directives intertwine in a rich tapestry of intrigue! 
@54 Scenarios plus one fictional story @Over 600 Commanders plus 100 Officers you create 

@1 to 8 players, with over 40 different endings @Forge relationships through new events such as “Marriage” and “Sworn Brother” 

@15 new Tactical skills including "Firearrow,” "Ambush," and "t 
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MOBILE SUIT GUNDAM: 





ACE 


Is Bangai’s new fille going to be 
“Zone Of The Gundams?” 


andai has done well for 
itself lately. With the 
success of its .hack role- 
playing franchise and 
continued popularity of 
its toy and model lines, it comes as 
no surprise to see that the company 





enthusiastic promises. 

Unfortunately, there isn’t much 
known about the game at press time. 
Though it’s been confirmed that there 
are over 50 types of Mobile suits and 
armors to choose from, various special 
attacks, and a two-player split-screen 


is expanding its role in the videogame 
market with its next Gundam offering 
named Encounters in Space. 


battle mode, additional details are still 
forthcoming. We have to admit that 
the visuals are pretty darned impres- 















Best described _ | sive; especially with its realistic four 
as a Zone of the - »\, parallel and positional lighting effects. 
Enders-type . Keep your eyes peeled for more 


space shooter, 
this Gundam-based 
action piece could 
become the best use 
of the license so far. 
Or at least, it could 
if the gameplay 
matches the 
developer’s 


., on Mobile Suit Gundam: Encounters 
, in Space over the coming months. It 

looks to be one mech title to keep. 
JEREMY DUNHAM 


rite 


With tons of armor options and hyper-realistic 
lighting, this mech game could be a keeper! 





& To say the least, the characters \ you'll 
encounter certainly wouldn’t be out of place in 
a Looney Tunes cartoon. 


& Since hectanond can’t really feel anything, 
he’s very effective in those normally hazardous 
conditions... poor guy. 


m4, 
‘i 
Pie a 
iii 





& Just like other misunderstood heroes, Spanx and Redmond will have to outwit and 
outrun the cops. Let’s just see who’s smarter. 
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SCORE 





PUB/DEV BANDA! mie TYPE ACTION | RELDATETBA | MAX PLAYERS TWO | ESRB RATING PENDING _ 


\ TIME "00:57:9¢ 


10690 


four parallel light sources and three positional ones. — 


A The gameplay is like a cross between Zone 


of the Enders and Armored Core. There’s 
nothing wrong with that combination! 





videogame icons 


rystal Dynamics hasn’t 
had a lighthearted game 
since the Gex series, 
SO itis nice to see the 
company getting back 
to basics with Whiplash: the story 
of two animal test subjects looking 
to escape a cosmetics lab. Spanx, a 
jittery weasel, is controlled by the 
player, and Redmond is the invulner- 
able bunny attached to his arm. 

Because Redmond can’t be hurt, 
he makes a great tool for getting 
through Whiplash’s 12 levels. If you 
need to reach a high ledge, just fill 
Redmond with helium and use him to 
float up top. Can’t make a jump? Toss 
Redmond over a nearby Zipline and 
ride across a chasm. He even makes 
a great weapon when you spin him 
around like a mace. 

With open-ended level design, 
content that is sure to offend and 
characters the look like something 











& Like any decent space shooter, difficult 
boss battles will play an important role in 
the game’s progression. 


PUB €i20S DEV CRYSTAL DYNAMICS TYPE ACTION | REL DATE FALL MAX PLAYERS ONE ESRB PENDING 


WHIPLASH 


P.E.T.A. gets ifs very first 








straight out of MTV’s Liquid Television, 
Whiplash is one of those games that 
just oozes cool. If the gameplay can 
match the level of Crystal Dynamics’ 
previous work, then Spanx and 
Redmond may just be gaming’s new 
dynamic duo. ADAM PAVLACKA 





& Environments are quite large, but all of 
them are very cleverly designed. The puzzles 
actually seem to make sense. 


Outrageous characters and all out zaniness = 
one fun ride. We want to see more! 
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BOND 007: 











based elements and more realistic/ 
less-scripted uses for Bond’s gadgets 
make this one more similar to Splinter 
Cell than GoldenEye. And if all goes 
as planned, that could definitely be a 
good thing. JEREMY DUNHAM 


fter giving EA’s newest 
James Bond title a 
closer look at Camp 
EA, we’re comfortable 
in saying that that this 
year’s version will surprise a few 
people. No longer limited to just one 
point of view, the third person, Metal 
Gear Solid approach and Hollywood- 


style production values provide for the —_ | ore sadgets and action tend to make us 
. ; more and more excited! 
slickest-looking 007 yet. 
But that’s only 
a part of what 
makes Everything or 
















Nothing so intriguing. 
Relying on stealth- 


¥ There will be several 
vehicle-only levels that 
allow James to control 
motorcycles, Porsches, 
and even a tank 


vac 






| & Sneaking up on your enemy will 

@ play abigroleinEverythngor 

"Mm Nothing. lf you approach a mission 
too recklessly, you'redead meat. ts 





ne | 
wing 





PS : onigaat ee eae gi Bis 
A The ghosts are as detailed as the humans. 
Not good for those of us with a weak heart. 


& You'll have to climb this evil staircase, i 
you want to find your sister. 


FATAL FRAM 


Not exactly a Kodak moment 


eo 











he first Fatal Frame title 

is considered by many to 

be the scariest videogame 

ever created-and Tecmo is 

promising that the sequel 
will be much, much worse. The game 
follows Mio Amakura and her twin 
sister Mayu as they try to solve the 
mystery behind a strange crimson 
butterfly. Mio has a strong sixth sense, 
an inspired way to guide players 


through one heart attack after another. 
The tight confines of the original 

haunted house have been replaced by 
an abandoned village in rustic Japan, 
and as anyone who has seen The Blair 
Witch Project knows, there’s nothing 
more terrifying than the unknown. The 
Camera-based weapon system remains 
intact, though the collection of ancient 
lenses has been given an upgrade. 
Tecmo is oddly quiet on the capabili- 
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4 You can even 
recover from 

wipeouts and 
hand plant on 
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Camp EA press event, however, was 


o longer confined to the ( 
the epic size of the stages themselves 


linear path of its pre- 
decessors, the multiple 
peaks and weather 
conditions of EA’s SSX 3 
only scratches the surface of what to 
expect from this year’s snowboarding 
king. Not only has SSX 3 improved 
upon its speed, maneuvers, and visual 
presentation, but it’s also moved into 
the realm of online play as smoothly 
as can be. 

What impressed us at EA’s annual 


any doubt as to which extreme sports 
title would give Tony Hawk a run for 
its money this year, it’s finally been’ 
alleviated. JEREMY DUNHAM 









This title just keeps looking better every time 
we see and play it. Online play... yum! 














PUB TECMOG DEV TECAAD | REL DATE WINTER 


| TYPE ADVENTURE | MAX PLAYERS ONE | ESRB PENDING 









Forget vampires, zombies and demons. 
There’s nothing more terrifying than a 
phantom menace. 





ties of the new camera, though they 
have claimed that it is now a powerful 
phantom killer. Improved particle 
physics and detailed new graphics 
should ruin many a peaceful slumber. 
DOUG TRUEMAN/STEPHEN FROST 
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This is one gam 
out of Resident Evil even! 


e that looks to scare the crap gaan Srp ; 
A Beautiful cutscenes will lower a player’s 
pulse until gameplay jacks it back up! 








From daring archery ambushes to ) 
swashbuckling swordfights, from the 
battlefield to the jousting field, live the 


legend of Robin Hood. Use every ounce 
: = of cunning, strategy and wit to bring 
aa : seta Ate “tee the tyranny of Prince John to an end! 
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ity A +5 Av vip 
EES Soul Calibur Il : 


Splashdown: 
Rides Gone Wild 


86 Ape Escape 2 
Arc The Lad: TOTS 


A PlayStation 2-exclusive Heihachi might lack some of Ivy’s 
range (and fashion sense), but he makes up for it with power. 


85 Armored Core: SL 
86 Big Mutha Truckers 
86 Freestyle MetalxX 


Arc The Lad: TOTS, p. 88 


NOTE: Like our review, these Avoid the chain gang 
hints and tips are based upon the The Al is tuned to chain fairly 
Peake, butt weem tocaude . ) : Japanese import version of the effectively, especially at higher 
a ee ee | —— .' game. However, they should all still _ difficulty settings, and it’s abso- 





ye ert on in 










- : . apply to the U.S. version. lutely brutal at wake-up attacks. 
— MetalX, ms 56 . 6 — Many matches can hinge upon which 
a oo ! : ase” “ett (Know the throw opponent gets in the first hit—see 


Make it a point to learn which throws that it’s you, especially if you haven’t 
your character will do from any given mastered the Guard Impact. 
angle, and take special notice of 
where your opponent lands after each Wake ‘em up 
of those throws (off to your right side, | Learn which moves for each chaacier 
knocked back, etc.) Once you have will strike an opponent when down 
this info down, Ring Outs will (they're called “Wake ups” or 
become much easier to manage. “Okizeme” by Sou/ Calibur elite). They 
To take this a step further, provide an excellent opportunity 


learn which of your moves will to inflict extra damage at virtually 
stun your target or knock them —_zero risk. However, if playing against 
backward. Then, you should be a human, be aware that Okizeme 


able to toss your enemy anywhere _ attacks may infuriate your opponent, 
you want them. for better or worse. 





<< MANY MATCHES CAN HINGE UPON WHICH 
OPPONENT GETS IN THE FIRST HIT >> 







are in the arcade. Unless you’re one 
of those players who likes to set 
your controller in your lap and tap 
the buttons with your fingers, you'll 
probably never use your character’s 
second grapple because you have to 
hit © +@ simultaneously to do it. 
Open up the options menu, go into 


Each square of the map will have a > different selection of weapons, iets 

and costumes for sale, and a given item will be the same 
price at any location at which it is available. But prices do 
change with time—the more you use a character (in all the 
modes together), the more expensive his or her weapons and 
costumes will become in Weapon Master Mode. 
















4 Cervantes and Nightmare are two char- 
acters with wonderful Okizeme options. Do 
NOT hit the ground when fighting against 
the pirate. 


Roll with it, baby 

Never underestimate the ine of 
rolling when you’re down to avoid the 
enemy’s follow-up attack. Similarly, 
there’s no shame in back-dashing, and 
if you’re standing up and blocking, you 
can move backwards very slowly. It’s 
only a little movement, but it may be 
enough to get you out of trouble. 


Toss the torch 
Inferno is quite tolerant of all Tonia 
attacks, but throws seem to do closer 
to their regular amount of damage 
than strikes. 


There are ren three different title. 
screens for the game, which will differ 
depending upon how much of the 
game you've unlocked or purchased. 
Also, the voices who say “Soul Calibur 
//” at the beginning of the game may 
change over time. 


Dungeon Demolition — 

Each dungeon in Soul Calibur II has a 
unique theme, and it’s often a great 
idea to learn the ins and outs of each 
one. For instance, The Court of the 
Dead is dominated by male opponents 
and your health is replenished in full 
after every match. Underground Juno 
has a dungeon-wide time limit, and 
the opponents in Charon’s Pass are all 
female, and they regain health as the 
match wears on. 

Finally, in Schedar’s Stone Temple, 
watch the enemy’s starting health bar 
closely. If they start with full health, 
you'll get full health after winning. 
However, if they begin with only half 
health, you'll only regain one quarter 
of your health by defeating them. 
And if your head starts spewing green 
plasma, you'll heal steadily during the 
match, but won’t get any health bonus 
at all when it’s over. 





Not all of the commands are as easily 
input on the Dual Shock 2 as they 


Bad moves Vs. 
Mad skillz — 


controller settings, choose the “Free” 
type of control and switch @ over to 
“B+Q”. This will enable you to execute 
that second grapple with ease. 


fhe joke is in your hand: 





ines are actually eleven different 


weapons for each character, and the 
eleventh are “joke” weapons. They’re 
tough to unlock, they cost a mint, and 
they tend not to be very powerful, but 
if you’ve ever wanted to beat someone 
with a rubber chicken, here’s your 
chance. 


Hop to it © oo 

Learn to jump - +®. It’ S surorsineh 
useful, especially if you’re playing 
against Ivy, Astaroth, or another 
opponent whose arsenal includes low, 
Sweeping attacks. 





The fine art of tubthumping 

Like the song says, when you get 
knocked down, get up again. To make 
sure they ain’t never gonna keep you 
down (or even take you to grammar 
Class), execute a Tech Landing by 
pressing (®) at the exact moment you 
hit the ground. Your character will 
jump right back up. 





You can 1 actually escape a 
stun by holding @) and 
inputting five directional 
commands (a quick 
swirl of the control 
stick should do it). 





Some of a most 
difficult matches turn 
out to be very easy if 
you familiarize yourself 
with your character’s 
move set. For instance, 
matches in which you 
must knock your enemy 
into a wall, defeat them 
with an air combo, or use 
only low attacks 








Talk is cheap — 


The four different taunts that r cc 












Wieeiipaige.com / 


The best sate ~ aie ht cheap is to make 





4 Charade changes move sets constantly, so 
it’s not the easiest character to use. However, 
it’ll keep your prices low. 


are usually much, much easier if 
you know which specific attacks 
in your arsenal are designed to do 
exactly that. 


Grab the gold 


The City of Nashira is a creat nlae to 


make money... if you can handle it. 





characters can utter before each 
match are simply that... taunts. They 
do not have any effect upon the 
following match. 


Patienceisavirtue 
Certain subchapters ane extra 
missions require some serious 
time investment to unlock. For 
example, Subchapter 2 shows 
up only after you’ve attained 
level 71. Playing through 
Arcade mode with 
every character 
& and beating 
Weapon Master 
mode once won't 
quite cut it. Play 
through all the 
extra missions and 
keep rounding out 
your skills, and 
¢ \ you'll eventu- 
» ally unlock 
everything. 









~~ We'd advise you not 
to purchase too many 
, weapons and costumes 
until you’ve completed all 
= of Weapon Master Mode, 
including the extra missions. 
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% as soon as it is 
Pa unlocked and use 
= jt exclusively until 


= could possibly want. 
- Because it emulates a 
~~ different character 


Charade your 
main character 


you’ve bought 
everything you 


every round, Charade 
causes no price increases. 


Many items will be given to you free of 
charge, enabling you to save your gold 
for other things. 





You can get many of the game’s weapons 
for free if you wait for them. 





With. over 20 characters, Soul Calibur 
is way too detailed and intricate for 

us to dissect here. The best place 

to find extra info is online, particu- 
larly in the Soul Calibur Il forums at 
www.soulcalibur.com/forums/index.php. 
These guys are hardcore, and they use 
notation very similar to that of the in- 
game move lists, with at least one big 
exception: instead of arrows, they use 
numbers to indicate directions. Here’s 
a quick translation: 


€ =4 KR =7 

> =6 A=9 

J =2 yY=3 

*=8 v=) 
Good luck! 





& If you really want to dissect this game, 
learn the notation and dive into the forums. 
But you’d better be ready for some seriously 
technical discussion. 
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TAKE THE 


PSM 
CHALLENGE! 


RULES You can't send an entry for 
each challenge. if you cheat or use 
codes, you'll be disqualified. The final 
letter for the contest will be accepted 
on October ist. If there are multiple 
winners, the final winner will be decid- 
ed by the best paragraph that explains 
why you're the winner. Send a picture 
or a videotape (non-returnable) and a 
short paragraph explaining why you're 
the winner. Sorry, no e-mail entries! 
This contest is open only to readers 
living in the United States, age 18 
years or older. PSM reserves the right 
to substitute prizes of equal or greater 
monetary value, if necessary. 


SEND YOUR ENTRIES TO: PSM 
October Challenge # (the 
challenge you're entering) 
c/o Future Network USA, 150 
North Hill Drive, Brisbane, CA 
94005. 












THE CHALLENGES 


Challenge #1: Soul Calibur Il 
Beat every mission in Weapon 
Master Mode and unlock every 
weapon. Photograph or video- 
tape both your weapons gallery 


and the completed world map. 7" 
eee’ SPLASHDOWN ees cone win 
Rides Gone Wild 


Photograph or videotape your 


bec dines on the following Leave the enemy floundering with these shortcuts from the developer 


three tracks: Bermuda Blast, 
Blackwater Castle, and Venetian 


Extreme. The best combined H 
dines will win. Start Your engines! 2. After the second ramp, you'll be fac- 2. Instead of passing through the arched 
This doc lists all shortcuts in the eight ing the bow of the huge, rusted cruise doorway of the Dino Dominion Research 
Challenge #3: Disgaea World courses. Also don’t forget you can liner. Drive towards the cluster of turn Center, head to the right of the building 
Take any Legend item, unequip create your own shortcuts by skipping indicators and then bunny hop up into the —_ and smash through the grate beneath the 
It and enter the dungeon spe- buoys—provided you have enough points fuselage of the cargo plane ahead (aim footbridge (pic two, below). You'll race 
cific to that item. Go through in your Performance Meter to sacrifice. for the cargo netting). through a junkyard area (watch out for 
the dungeon until you've leveled Don’t skip a buoy with an empty meter, ; nasty dilophosaurs on laps 2 and 3!). At 
that item up to 100, and photo- ‘ , . ‘ fe? ' 

‘ : though. It’ll stall your engine. Also, if the end of the junkyard, make a sharp 
graph or videotape it. 

you're at full boost, skip ramps whenever left and jump off the pallets shown in 

you can. There’s no reason to waste time the bottom screen here, which take you 
in the air. across the central hall of the center. Then 





THIS MONTH'S | 





PRIZE PACKAGE shoot out the fallen air duct vent to rejoin 
Aliens vs. Predator: Extinction Somatiat =... the main path. 

Virtua Fighter 4: Evolution 4. Pass the second buoy (after the finish 

Fatal Frame 2: Crimson gate) in the Bermuda Triangle area of 


Butterfly eter pene this course. Continue heading straight, 





—_— past the two turn indicators pointing you DinoDominion i <i st 
re Yoon REBATE a | towards the first ramp. There’s a downed 4. After you enter the jungle and pass 
wa i WwWl-era plane here—see it, cracked the first waterfall, veer to the left and 
in two in the screen below? Bunny hop then get ready to make a blind right turn 
the fuselage to enter a narrow shortcut to find a shortcut. There’s a low bank of 
through the debris. mud covered with dense foliage—you can 
see it on the right of the screen below. ili 





If you turn at the correct spot, you'll Av Man, even the plant-eating dinosaurs hate 
Slide over this bank and cut through a 


hidden waterway. 


you here. Use these shortcuts to get through 
their turf as quickly as possible. 


MAY WINNERS 


Color Quest 

no winner (game delayed) 
Auto Modelista 

Christa Bennett, Medford, OR 





i A The Bermuda Triangle is one strange place, 
Primal but jumping over or through the planes can 
Ed Rosa, Breckenridge Hills, MO shave big seconds off your time. 
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Because even the strongest 
heroes need help sometimes 









"strategy fans should be tenting 
their fingers in anticipation..." 
-- GMR 







Pees = Please see DoubleJump strategy guide for directions 


¥e've got company... how convesient 


Over 40 Hours of gameplay with 
multiple endings! 









TOTAL’DAMAGE 8 





Unleash over 100 mind-blowing 
spells and special skills to lay 
waste to your enemies! 


sie 








Dynamic Battle System: Switch 
your characters in and out of bat- 
tle to match the strengths of your 
toughest opponents! 


Nic. 5 Ae 
: NG: Do NOE use jn comunction with any vind ial 
Pe Spells or incantations. See back pan : ee 





Comic Mischief 


Mild Language » , PlayStation.c 


Mild Violence 














[ESRB CONTENT RATING —_ www.estb.org 













"Don't expect a standard strategy- 
RPG, though the whimsical plot, 
bizarre graphics, and crazy 
minigames combine to make 
Disgaea a truly offbeat experi- 
ence." 

--Electronic Gaming Monthly 


a 





Customize your army with over 
150 character classes and mon- 
sters! 


les 


2 ATTACKS 
SPECIAL Hit! 


ft \ A 


New Formation Attack System 
allows up to 4 of your characters to 
do quadruple the damage on one 
enemy! 





Never before seen gameplay ele- 
ments add a new dimension of 
strategy! 





ATLUS 


WWW.ATLUS.COM 


©2003 NIPPON ICHI SOFTWARE INC. Licensed to and published by ATLUS U.S.A., Inc. “PlayStation” and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. All rights reserved 
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PolarPlunge 

*. As you launch off the prow of the 
Viking longboat, jump short and veer 
to the right. Instead of landing in the 
pool on the other side of the chasm 
and dropping down into the ocean, 
you'll pass through the waterfall 

and enter a raised channel wrapping 
around the side of the glacier. You'll 
have a few bunny hops to contend 
with, though, so get ready. The end 
of the channel jumps you across to a 
secret ice flume, shorter than the one 
on the main path. 





2. This isn’t a shortcut, but it is a 
very relevant gameplay tip: riding 
up on these walls of ice (or similar 
surfaces, like banked turns) can be 
tricky. A great way to stay on your 
line and keep the watercraft stable 
is to tap the directional buttons or 
left analog stick towards the water 
as you are racing parallel with it. 





A If you can hop and wall ride, you can heat 
up the Polar Plunge in no time. 


CODES 


Ape Escape 2 


Play as Spike 
Cursed monkeys! The tip in our 
August issue contained a typo. It 
should have read as follows. 
Remember Spike from the first 
Ape Escape? He’s back. You must fin- 
ish the game with all 300 monkeys 
caught and win the second battle 
with Specter, and save the game. 
Then, select “New Game” at the Title 
Screen and press ® while holding 
a. As Spike, you get to play the 
game from scratch except that you 
have all of the gadgets available, the 
monkeys are tougher, and you can 
access a new secret gadget. 





Cannonball Cove 

'. This place is filled with secret 
shortcuts. First, head towards the 
Spanish fort, and instead of following 
the main path around to the right, 
bunny hop the rocks in front of the 
fort and crash through the wooden 
doors! A short hairpin path through 
the fort will save you a few seconds. 





2. There’s also a small shortcut 
around the rear of the fort. Instead of 
making a sharp turn around this buoy 
(see below), veer to the right and 
then make a sharp left and skip over 
this sandbank. You won't even be 
penalized for skipping the buoy—it’s 
a nice touch. 





}. Pass through the skull and enter 
the pirate tunnels. On your left, look 
for a torch and a section of crumbled 
wall—there’s some light shining 
through from behind the rocks. 
Smash through the rocks, trigger the 
tripwire, watch as a booby trap sets 
off the cannon. The pillars in the tun- 
nel fall down, one by one, loosening a 
rock ramp that falls from the ceiling at 
the end of the corridor—you have to 


Summer Heat 
Beach Volleyball 


These are entered in the Options / 
Game Settings / Cheats menu. Each 
time a cheat is entered into the menu 
it will toggle the specific cheat on 
and off. 


PEEPS 
SODAY 


Unlock All Characters 
UTal (ere a@y\im meters) ie) acy 


Unlock All Mini Games 
Unlock All Music Videos 
Unlock All Game Videos 
Unlock All Accessories 
Unlock All Costumes 
Unlock All Beach House 
Unlock All Difficulty Modes 
Makes Expert Mode Harder 
No Arrows 

Sunny Ball 


MAJOR 
MUSAK 
GAMON 
WERIT 
GREED 
MYPAD 
CHAMP 
NAILS 
WHINE 
HOT 1 


jump up to access a secret area above 


the waterfall. 





As you pass the pirate ship and 
prepare to exit the cavern, make a 
Sharp right turn around this buoy 
(shown below). Smash through the 
wooden boards covering over this for- 
gotten exit and save yourself a couple 
of seconds! 





Downtown Downpour 

Bunny hop over the grass (beneath 
the statue of the general and his 
horse) for a quick shortcut. But keep 
a watchful eye out, just in case that 
horse has dropped some little, stone 
horse patties—they’ll tear the bottom 
hull right out from under your ride. 


Nerd Ball 

Coconut Ball 

Low Gravity Mode 
High Gravity Mode 
Spinning Head Mode 
Squarky Mode 

Deep voice Mode 
High Jump 

First Person 
Birds-Eye Camera 


GOLEM 
MILKY 
SPACE 
ZIPPY 
EXOSZ 

MOUSE 

HORSE 
HALEN 

1HEAD 
BIRDS 


Big Mutha Truckers 


Enter codes in the Cheats section of 
the Main Menu. After entering the 
code, select the cheat, turn it on, and 
use ®) to exit the cheat input screen. 


LAZYPLAYER 
6WL 
USETHEFORCE 
GINGERBEER 
DAISHI 


Unlock All Missions 
Disable Damage 
Automatic SatNav 
Hyperfast Truck 
Small People 
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If you head to the left of the 
Statue (past City Hall, see below), you 
can bunny hop over these sandbags. 
You'll need to make a shallow hop— 
there’s a pothole here. Once behind 
the sandbags, make a sharp left turn 
and head down the alley. You'll cut 
through a basketball court and exit 
this area via another alley. It’s a great 
shortcut, but the initial bunny hop is 
very dangerous. 





3. As you enter the park, subma- 
rine beneath the fallen tree blocking 
the path. When you come up, you'll 
need to straighten yourself and set up 
for an immediate bunny hop through 
the band’s gazebo—don’t wreck on 
the steps! After that, a fallen section 
of wall will jump you further down- 
river than the main path. 

That should take care of all the 
World mode tracks. Now, head on to 
the other tracks and hone your skills 
to become true emperor of H50. 


Evil Truck 
Die) (elanrelicom anlanlelaliay 
Infinite Mission Timer 
PUBLICTRANSPORT 
Pile of Cash (10 million dollars) 
LOTSAMONEY 
Unlock all cheats except “Evil Truck” 
CHEATINGMUTHATRUCKER 


Freestyle Metal X 


Codes are entered in the cheat menu 
screen, and are case sensitive. 


VARLEY 
VICTORS 


Unlock all posters, photo slots seeall 


hearall 
sugardaddy 
dudemaster 


Unlock all songs 

Give user $1,000,000 
Unlock all bikes, riders 
Unlock all bike parts garageking 
Unlock all costumes johnnye 
Unlock all special stunt slots fleximan 
Unlock everything iwantitall 











&. At the end of the flooded neigh- 
borhood street, turn indicators signal 
you to go left or right around a house. 
Screw that. Instead of turning, bunny 
hop the fence on the left side, smash 
through the front window, cut through 
the living room and exit through 

the backyard. Trust us—most of the 
house is underwater, so a couple bro- 
ken windows won't hurt anything. 





1. Instead of shooting straight off of 
the first ramp, take it at an angle and 
Sail over the iron fence in the ceme- 
tery. Don’t wreck into the tombstones 
as you land! Then head straight and 
make a sharp left into a small cave. 
The shortcut hairpins around and 
rejoins the main path via a gate in 
the fence. 





4 August’s Ape Escape 2 tip contained a mistake. This month’s Codes has the correction. 











2. In the cemetery, fling the doors of 
this mausoleum (see pic, below) open 
and use the debris inside as a ramp 
and a shortcut. 





Full Sail’s Visualization Center is one of over 60 studios, 
production suites and computer labs Jocated on campus 


3. After you enter the caves, take 

the first ramp at an angle to the right. 
You'll smash through the rock wall 

and discover a secret catacomb area 

filled with grisly piles of skulls. 





4. After you smash through the 
stained glass window in the castle, 
make a sharp right turn. You'll take 
a brief shortcut past the den and _ 
fireplace, instead of the slightly longer * 
path around the parapet. 





lf you're passionate about pursuing a career in 
Game Design & Development, this is the place to start. 


To find out why: 


800.226.7625 


fullsail.com 





3300 University Boulevard « Winter Park, FL 32792 


Financial aid available to those who qualify * Job placement assistance * Accredited College, ACCSCT 






From Here,” “Full Sait Real World Education 


red service marks or service marks of Full Sail, ine. 


” “Vou Can Get The 
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Gold Rush Rapids 
4. You can skip the buoy under the 
tunnel by bunny hopping this rock 


ledge (below). It’s not much of a lead, 


but it may give you a chance to pass 
your opponent. 


2. Instead of using the metal ramp 
in front of the shack, use the sloped 
rock to get some air. Then, when you 
land, get ready to bunny hop again 
and crash through the shack’s front 
window. You'll slide across the floor 


of the shee nerd drop down into a 
secret bend of river, shorter than 
the main path. You'll need to take 
a Shallow jump off the rock in order 


Ape Escape 2 


[M] Must Be On 


| 44>B) ») | 
. ' £ i. 


Infinite: Jackets (Lives) 


LAANTIOE DQ ° 
1 Te ed el 


Talila} comm @ele) 4(03 


Infinite: Coins 


Jaa)! 
hes 


PSM EXCLUSIVE CODE! 
gon All dani 
si Shoes 14341598 


I 5p 
| 


04108729 143455B8 


Unlock All - Cars" 
Oil Bi 4B4/ 
14108629 14841588 


if yb! ZO 
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¢ ge 
— a 


to make the hop—this is a difficult 
shortcut, but it’s worth it. 


3. The current in this section (below, 
with the vultures) is very strong, so 
most racers take the outside path. If 


you can set up for it, though, there’s 
a much shorter path across the inside 
of the turn—just don’t wreck into the 
rocks, or those vultures will be eating 
the innards from your broken carcass. 
That would be bad. 


Venetian Extreme 
{. As you pass beneath the first dock 
in the harbor section, veer to the left 


Untock Sevag mi Soundtracks 


44148528 14245508 
Le pfctl FABSIEO 


04108628 14845588 


Unlock Secret Photos: 
ee Seat Pe 
1R792 14A4! 
39020761 OFABOT EO 
bs. 1151 
14509629 Mariste 


{ 


39020781 oFABS E0 


Unlock Concept Art: 
All rican oe. 


44148428 14A45518 


D2D7EI 





Arc the Lad: 
Twilight of the Spirits 


[M] Must Be On 
44DRE2! = fee lsi| 
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and smash through the discolored 
wooden boards (below left). You'll 

take a slightly twisty shortcut beneath 
another section of the docks, smashing 
through four sets of planks in all. 


2. After you drop down from the 
plaza (with the big round fountain), 
hang a sharp right into the trash-filled 
alley (above). You'll have to do a bit 
of weaving through the debris, but 
you'll shave a second or two off your 
time in the process. 


;. As you approach the arched bridge 
Tis before the jumping gondoliers), 


= nine G (Humans) 

lip — G (Deimos) 
ee Max HP 

oe sohbet Max — Stones 
™ Characters: Max Infinite ATT 
sagt sas Max Infinite DEF 
All Characters: Max —_ MNT 
ay kaa ui Max Infinite AVO 
od cipabesacabe Max Infinite HIT 


All Characters: Max Infinite SPD 


veer to the right and bunny hop the 
dock. Take a low hop—you’ll need 
to bunny hop again soon, which will 
take you into the large pipe. This 
leads down into one of Venice’s many 
catacombs. As you race through the 
catacomb, watch out for fallen stone 
blocks in your path, and use the wall 
Sliding tricks you learned in Polar 
Plunge to slide up along the mossy 
walls to avoid them. Crash through a 
Wall to exit the catacombs and rejoin 
the main path. 


4. The final stretch of the course 
takes you through a S-curve of turn 
buoys, but you can skip the second 
one by weaving through the pilings 
sticking up from the water. If you can 
set up in time, there are a few straight 
shots through this section—and best 
of all, you won't be penalized for 
Skipping the buoy. 





All Characters: Max Infinite TRO 
All Characters: Max Infinite CNT 
All Characters: Max Infinite GRD 


All Characters: Max Infinite CRI 


Armored Core Silent Line 


[M] Must Be On 
Infinite: Credits 
Infinite: Armor Points 
Infinite: Energy 


Infinite: Ammo 





Mild Language 
Mild Violence 
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XGRA™ Extreme-G Racing Association and Acclaim © & © 2003 Acclaim Entertainment, inc. All Rights Reserved. Developed by Acclaim Studios Cheltenham 


eserved 


aesoei tion nits at 


‘teams of the world’s: aeteeee “il 
“gutsiest™ daredevils against 
each c ‘other in q high-octane 

bloodsport. Destroy everything 
from sft pipes” “and bridges to 

opponents—even unfortunate 

spectators!—and"rulesthe XGRA, 
where the winners*make a name 


for themselves 
































and the losers 


make a mess. 


A«\aim 


acclaim.com/games/xgra 
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LETTER 





Say it one 
more time and 
you're to@gstz, 

furnnny man/ 


RANDY’S TIP 
OF THE MONTH: 


“Take it from me: when 
wild monkeys are on 
the loose, netting them 
can be a lot of fun— 
but there are a couple 
of things you need to 
___ know before you take 
on the job. Despite 
what you might have 
thought, they won’t 
throw bananas in 
attempt to stop you 
(though what they do 
throw might have been 
bananas at some point) 
and the only “radar” 
you need to find them 
is your nose—have you 
ever seen a monkey in 
a shower?” 


S1GVG 


TalkBACK 7 \ 


EACH MONTH we post a new question 
on our website at psmoniine.com, and 
print the best answers here in our Letters 
section. Give PSM a piece of your mind! 


This Month’s Question Was: ‘Which 
videogame character’s abilities would you 
most like to have, and what would you do 
with them?” 
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‘Tornb Radler: : 
The Angel of Bugginess/” J} 
Go ahead i 
and punch -- your 
cortro/s wil probably #3 
freeze! Zing! 


Velene Denney, zuel@bellsouth net 


PSM Letters 150 North Hill Drive 
c/o Future Network USA Brisbane, CA, 94005 USA 





E-mail: 
psm@futurenetworkusa.com. 


A The moose, that wily creature, uses all of its 
skills to camouflage itself during hunting season. 





Snakes In The Grass? 
I've heard some disturbing news: a new MGS, 
called Metal Gear Solid: The Twin Snakes, is 
coming out. It’s basically the original MGS for 
the PSone, but completely redone. It has the 
Same story as the original, but it also has the 
graphics and gameplay of MGS2 and all-new cut 
scenes. BUT IT IS ONLY FOR THE NINTENDO 
GAMECUBE!!! Why should GameCube get the 
remake of the best PlayStation game EVER?! 
Do you have any insight, or at least some 
comforting words? 
Jeremy Alexopoulis, 
trop_2005@yahoo.net 


Jeremy, while this does stink for PS2 
fans who have supported the series for the 
past few years, there’s another perspec- 
tive to this that you have to look at. Here’s 
how the deal to get MGS: Twin Snakes on 
GameCube probably went down: 

NINTENDO: “Please Konami, we really 
want an exclusive on the next Metal Gear!” 

KONAMI: “Hell no, you think we’re crazy? 
We can sell a jillion more copies on PS2!” 

NINTENDO: “Pleeeassse?!” 

KONAMI: “...(Sigh)... Okay—how about a 
remake of our five year-old MGS, but you’ve 
got to cut us a sweet deal and develop it 
yourselves.” 





I'd like to have Nova's cloaking ability. You 
know why. 
Kelyn Harrup, Bemidji, MN 


Solid Snake. | would rather knock people 
out with an M9 and jack a game, rather 
than use my usual routine, which is hitting 
on 65 year old clerks named Greta. 
Snake Wannabe, South Milwaukee, WI 
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Goku from Dragon Ball Z, because it 
would be so cool to fly around blowing 
up things. 

Nick Bryant, Corvallis, OR 


| would use Snake's secret agent skills to 
sneak up on my boss and threaten him if 
he doesn't give me a raise! 

John Vaseo, North Hollywood, CA 





Definitely Spider-Man's web slinger. I’m 
talking about peeking in people's windows 
every night! Nah... just kidding. 

Ariel Sanchez, New York, NY 


| wouid like to have Lara Croft's abilities! 
It would be fun to not be able to control 
yourself weil at all! 

Jake Lawson, Los Angeles, CA 


CRUNCHTIME 


This month, enjoy a rare glimpse of 
deadline time at the PSM office. 





All work SN 
and no play 
makes Eric... 


. Damned last- 
mi minute we/ter’s 
block/ 


A About two days before deadlines, the crack 
editorial staff begins writing their text. 


He's used the 
word “gorgeous” $2 
times -- ina 2O0O- 

word review! 


A The text then goes to Bill, who checks it for 
typos, grammar mistakes, and word count. 










Only your 
screensHors 





will satisfy my 
raster. 


thought, forget 
part... 


A Gary and Dan combine the edited text with 
screenshots to create dazzling page layouts. 






y Who in the 
Fell \et all these 
half-naked girls and | = = 
swear words slip 4 km 
> through? £ 


A Finally, Chris checks over all of the pages to 
make sure their content is of the highest quality. 


| would like to be Jerry “The King” Lawler... 

He doesn’t have many powers, but | could 

wrestle and be an announcer. Cool, right? 
Dew Master, Grand Forks, ND 


Shang Sung’s ability to transform, so | 
could look like Bill Donohue. Oh wait... you 
said most like to have... 

Nick Seymour, Antrim, NH 












or a blood sacrifice 










the screenshots Im 


NINTENDO: Deal! Yaaaaay!” 

Okay, so | probably over exaggerated 
a little, but my point is that Konami didn’t 
go out looking to screw its PS2 Metal Gear 
fans by skipping to GameCube. Besides, if 
you’re that much of a MGS fan, you can pick 
up a pre-owned GameCube for under $100. 
Or, just wait for MGS3, which is the game 
Konami is really putting its effort into. 


Me And My Shadowrun 


| have been a reader since your first issue. 

| just wanted to know what happened to 
Shadowrun. | haven't seen a game with that 
name since the 16-bit days. | used to play 
that game all the time, and | would love to 
see a new next-gen game in the series. Do 
you think they will make one for the PS2? 

Smith, klynnesmith@alltel.net 


Sorry, Smith, but there’s no word 
on a new Shadowrun for PS2. It’s a great 
role-playing game, though—I’d love to 
see it brought back, too. The closest 
thing you'll get to Shadowrun in “3D” is 
WhizKids’ (creators of Marvel HeroClix) 
Shadowrun: Duel game that features 
highly-detailed SR character figures and 
HeroClix-style gameplay. 


Anyone Seen The Fun? 

This is so dumb. | spent the entire night 
playing Killer Instinct and Blazer VS. Bulls on 
a SNES; not because | don’t have a next-gen 
system, but because they were as fun as 

hell! Why is it that developers nowadays have 
such a hard time making games like that? I’m 
mad that there isn’t much fun on the newer 
console. Where are all the Super Marios that 
made you spend all day playing? 

Jamique Mascoll, no 1hotboyeg@hotmail.com 


You’re right, Jamique. Games 
with that special “magic” seem to be 
getting fewer and farther between 
theses days. That’s not to say there 
aren’t quite a few PS2 games with 
that same spark and loads of lasting 


| would have Spider-Man's abilities and | 
would go web slinging around the city. 
Andrew Bayudan, San Jose, CA 


'd choose Kain’s. He’s got the power to 
teleport great distances, he can lift and 
throw giant objects with his mind (let's 


appeal. “Way back when,” developers 
had limited visual resources, so most of 
their effort went into gameplay design— 
nowadays, it’s the other way around. One 
thing you can bet, if we give a game a 
10, it’s got that certain something that 
makes it a classic. 


He’s Seeing Things 
In Midnight Club Il, | have seen certain cars 
in commercials and the start up movie with 
custom paint jobs, like the 1971 Bestia. How 
do you earn these paint jobs? 

Eric Gardynski, EJSki89@aol.com 





According to Rockstar, there is 
no way to do a completely custem paint 
job in the game. That holds true for the 
PS2, Xbox and PC versions of the game. 
I’m not exactly sure what you saw in 
the commercial, but you won’t see it in 
the game. You can only change your car 
color, and that’s about it. 


Heavy Metal 
| bought the new Metallica CD: St. Anger and 
| popped it into my computer and it gave me 
three links. One of them was to preview the 
new Metallica videogame. | am a big Metallica 
fan and a hardcore gamer and this game 
would be a miracle in itself... 
Is there any info on it? 
James Shoemaker, 
Shoeman56@cheatcc.com 


Details are just starting to surface, 
but here’s what we know so far: it’s a 
vehicular combat game with customiz- 
able vehicles and a tentative release 
date of early 2005. Naturally, Metallica 
will also be contributing tunes to the 
soundtrack, and the band members will 
also be doing voice-overs. 


Might As Well Jump 


| think it’s disturbing how platform games 

are still around. That genre may have been 
popular ten years ago, but now, whenever 
you see one, it’s just “another boring platform 


see Superman do that!), he can take 


Sam Fisher’s powers, so that | can sneak 
into the next E3. Oh yeah, and fight some 
evil terrorists and stuff like that, but mostly 
just sneak into E3... 

Corey Nelson, Greeley, CO 


www.psmonline.com 


down fifteen enemies without even getting 
scratched, he can somewhat see into 

the future and he has numerous vampire 
powers that we haven't even seen yet! 


Samuel Missimer, Burlington, NJ 
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¥v Don’t believe everything 
you see on TV: you can’t com- 
pletely customize Midnight 
Club Il’s paint jobs. 


GAMES WE 
WANT TO SEE 


PIT FALL 

No, not Pitfall. Pit Fall 
would be based on 

one of the gaming’s 
greatest unanswered 
questions: what exactly 
is at the bottom of all 
of those pits you fall 
into in platform games? 
The premise: it turns 
out your character 
doesn’t die when they 
fall in—they’re simply 
replaced by clones in 
the “overworld,” and 
continue to plummet into 
other games! Popular 
PlayStation platformer 
characters—such as 
Jak, Ratchet, Crash, and 
Spyro—start out in their 
own games, but eventu- 
ally enter each others’ 
worlds. The gameplay 
possiblities are... weird. 


| would want Solid Snake's sneaking skills 
so | could infiltrate the girls locker room. 
Brandon Cunningham, New Albany, IN 


| would like to have Tommy Vercetti’s ability 
to survive being run over by cars. | would 
use this ability to run across highways and 
sue the drivers that hit me! 

David Pearce, Richmond Hill, ON 
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HARDCORE 
[Don’t Do Us Any “Favors” 


| don’t have anything against RPGs directly, 
| just feel sorry for all the people out there 
who spend $50 on what is basically a book 
with moving pictures that takes 80 hours 





to read. If people want storylines that are 
“majestic”, they should go buy Lord of the 
Rings, which you can get for about $20. 
That movie has all the elements of most 
RPGs. It has an over the top storyline, great 
visuals, a mix of humans, dwarfs, monsters. 
and elves... need | go on? | just did all the 
RPG players out there a favor | saved them 
$30. 

Drew Sexton, daswolfO6@yahoo.com 


Oh man, where do I start? 
First off, most RPG fans actually like 
reading—you do know that LoTR was 
a book before it was a movie, right? 
So they’re fine with the whole “there’s 
actually a storyline and compelling 
characters” thing. In fact, they usually 
enjoy it. 

Secondly, what’s wrong with getting 
80 hours of gameplay out of a $50 
investment? Yes, it’s long, but many 
players without ADD would argue that 
it’s a better deal than buying a game 
that can be finished within a few hours. 

Incidentally, books, games, and 
movies are all completely different 
experiences, so comparisons between 
them don’t really work. But if you can 
send me the link to where | can order 
the box set of all three Lo7R films on 
DVD for $20, I'll gladly give you the 
$30 you’ve “saved” me. 

Most importantly, about this whole 
“feeling sorry” thing—lose the sarcasm, 
okay? No type of game is inherently 
better than any other, and you are not 
cooler because you prefer a certain 
genre. It’s all a matter of taste, and 
everyone is entitled to have his or her 
own. So don’t be a hater—it just makes 
you look foolish. 


WT 


Mr. Mosquito, for different reasons. 
Brad McDonald, Grayling, MI 





| would love Mega Man’s powers. Not the 
cheezy Legends Mega Man, but the Old 


Ow come you are always right about the questions 
people ask you? In issue 74, Shawn Johnson asked 
a question and your anwser was 100% correct! How 


do you do it? 


Dillon Moon, 
Nollidnoom@hotmail.com 


BILL What an extremely insightful letter you’ve 
written, Dillon! Yes, it is true that I’m always 100% 


correct, and here’s how I’m able to do it... 


While | may look extremely young, in reality I’m 
actually quite “up in years” and have amassed a huge 









Why, yes, 
| A@ve been mistaken 
for an e/gAt 
year Oe... 










your tongue to any metal. It will stick there!” Well, 
being the philosopher that I have always been, | 
went right outside and stuck my tongue to a metal 


handrail, where it promptly stuck. | tried to yell for 


help, but with my tongue frozen, all | could yell was 
“WAAAUGHAAUUGH!”, which no one could hear or 


even understand. | was stuck out in the cold for four 


hours before a kindly neighbor lady found me. 
From this | learned a very valuable lesson: never 


stick your tongue out at anyone, because if you do, 


library of life experiences, which | draw on while 


formulating my answers. 


For example, when I was really young, we lived in 
Alaska. My Mom would always tell me “Don’t touch 


game’ All you do in a platformer is land 
difficult jumps! There will never again be a 
platform game that will sell over a million 
units. Why make a platformer when there are 
more gainful genres out there? 
Vignesh Sampath, 
super_cow 100@hotmail.com 


There are a lot of generic 
platformers, but what I’m excited 
about are games that are evolving the 
genre beyond the basic run and jump 
formula. Jak Il and Ratchet & Clank: 
Going Commando are two promising 
examples of games that are platformers 
at their core, but seamlessly incorporate 
elements from other genres (shooters, 
racers, etc.). Oh, and in regards to sales, 
Jak and Daxter has sold over a million 
units—it just didn’t do it overnight. 


Godzilla has Left The Building 


| am a big Godzilla fan and | know that Xbox 
just recently released Godzilla: Destroy All 
Monsters Melee, but | was wondering if PS2 
was going to release this game and if so, 
when? Any info you could give me would be 
really helpful. 

Mike Young, zillafan@att.net 


school Mega Man. Not only do you kick the 


Super Bomber Man! See ya later, Saddam!! 
Brad McDonald, Grayling, MI 


Pac Man for sure! He just eats and eats, 
but never gets fat! | wanna do that! 
Jim-Bo Hedges, Durham, NC 





The ability to level up so | can level up out 
of my current level... O. 


enemy's ass, you also steal his powers. 


Joshua Merchant, El Paso, TX 


Darrin Ginoza, Honolulu, HI 
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Who else? The Invisible Man. Can anyone 
Say girls’ locker room? 


you just might find your ass out in the cold with no 
one to talk to! That’s how it works, Dillon! 


Have a question that requires a thoughtful, adult answer? 





Wow! | actually get to talk about 
two of my greatest obsessions at once? 
Life truly is wonderful. Sadly, the news 
I have for you isn’t. Atari currently has 
no plans to port G:DAMM to Sony’s box, 
despite the fact that PS2’s huge installed 
base clearly gives a niche title like this 
a better chance of succeeding than any 
other console. Rats! 


Yes, They Are Square 

| just bought the Animatrix on DVD and 

on the Final Flight of the Osiris, it said 

“Computer Animation Design and Production 

by SQUARE USA, INC” | was wandering if 

Square was short for Squaresoft or Square- 

Enix, the company known for Final Fantasy. 
Blake McCarthy, td30fan@attbi.com 


Yup, it’s the same studio that 
created the great-looking, but under- 
selling Final Fantasy movie. | consider 
the Osiris sequence the true highlight 
of the Animatrix. It looks amazing! 
Unfortunately, Osiris will be the last 
thing you see from that Square studio. 
They have since disbanded and have last 
been seen looking for funds in order to 
create a CG Back To The Beach sequel. 


Mario:Saenz, Edinburg, TX — the Couch! 


Send an e-mail to bdonohue@futurenetworkusa.com, with 
“800-LB. Gorilla” in the Subject Line. 


DEAR DIARY... 


Dracula (Castlevania) 


October 30, 1702 
Stayed in bed all day—in 
fact, | can’t remember 
the last time | didn’t. My 
new housekeeper kept 
trying to feed me her 
“homemade remedy” of 
cream of garlic soup so 

I had to... fire her. (Oh 
well, there are always 
other souls looking to 
serve—I mean work 

for me.) Got up around 
sundown and waited for 
my company to arrive. 
Regretfully, | received 
word that he was still 
busy in the clock tower... 
or was it the cavern? In 
any event, I’m sure the 
young whippersnapper 
(yes! good one, Draccy!) 
will find my room soon 
enough so we can have 
a fight—!I mean a bite—I 
mean... it’s been 100 
years and I’m so lonely! 


Ha! All game characters are weaklings in 
comparison to me, Beau: the Master of 


Beau Blumenstein, Kingston, WA 


Zhen Ji from Dynasty Warriors. Not only 
does she beat the crap out of people with 
a flute, but she can make any dude fall in 
love with her! ;) 


Katie Waich, StPaul, MN 


| would want Bill Donohue’s ability to beat 
the demons of stupidity out of my friends 
and co-workers. 

Caleb Elder, Holliday, TX 








Rex 
bor eek Part 3 


OUTBREAK” 


in the 3rd chapter of the hack saga, “The World” continues to 
deteriorate as the virus spreads out of comtrof, and crosses the 
increasingly transient Ene separating “The Work?” and reality. As 
Kite. you must battle your way throuch “The World” before it 
impiodes upon itself. in part 3 of the hack series, you are faced 
with the distinct possibilty that this virus might be unstoppable 
leaving hack part 4 to be something developed by Mr. Nawton or 
Sam Antik. And still no internet fees involved! 





As *° CRGOUN. on 








a indal//develop: per ¢ Cyb ber Connect 2 
imula 





gen res ret 
You fl fight your way through contaminated servers and 
eliminate enemies, all in an attempt to uncover the cause of this 
debilitating virus that is slowly taking over the network And 
don't forget about your friend Orca who's still in the coma! 


i love part 3. | must admit lam addicted to the completely 
original garmng experience that hack offers. | enjoyed part 1, 
and became addicted 
with part 2. The battles 
and story intensified. 
and the cast grew 
to inckide a motiey 
crew of onfine/offiine 
players. Moreover, the 
sensation of playing an 
online game mtensified: 
emails and news kems 
drew me further and 


A great story. ami d addictive | gamepl EVA 


sd MMORPG //Trelease date Fall 2003 





Team up with 
Gress foment Tel AAAS 
further into “The World.” and part 2 also has.a cool mini-game 


— Gnunty Racing, to kill more time. 


in part 3. every individual element of this story steps up 
another notch. This series keeps getting better and better. fm 
completely hooked! .hack part 3 is a must buy. And | can only 
add that .hack 4 had better come soon. 


-Orca, Web News, Altimit. 
Abrasive. Falseatragedy 


shee ema aU AW Aelelisgt-leL@ere) ie 


cenworc, hack//SIGN PlayStation. C 

















RETURN OF THE KING 


This is it—the ultimate Lord of the Rings adventure made 
into the ultimate action game! Get your full, final look at the 
season’s hottest title before it hits the shelves! 


SONY’S HALO BEATER: KILLZONE 


Sony’s top-secret shooter is finally revealed next issue! With 
new graphics techniques that push the PS2 to new limits, 
Killzone is said to be the system’s best-looking game to date! 
This is the game everyone will be talking about—don’t miss it! 


WRITE THIS CAPTION! 





A WRITE A FUNNY CAPTION FOR THIS PICTURE! 





Issue 38 featured our big Play- 
Station 2 Launch Special, complete 
with frolicking Dead or Alive 2 cover 
girls Kasumi and Tina (drawn by 
comics hotshot J. Scott Campbell). 
Ah, the good old days, back when 
Dead or Alive series was on PS2... 


STEPHEN DATOC of Rockville, 
MD is the winner of our May 
Caption Contest (see his win- 
ning caption below). Stephen, 
your Prize Pack is on the way! 


A “With that much cleavage, | don’t 
see the need for novocaine.” 


The PSone still shared the spot- 
light back then, with big titles 

like Jomb Raider Chronicles, WWF 
Smackdown! 2 and Parasite Eve 2 
featured that month. 

Really though, that issue was all 
about our PS2 launch guide, and 
signaled a change in gaming and 
how we covered games. The shiny 
new system was finally here, and 
the PSone’s days were numbered. 


_ 96 / PSM: 100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #76 OCTOBER 2003 © www.osmoniine.com 





Se =f fy Nt 





BS) anc] 


j 
- —_— = 








October 2003 @ Vol 7, No. 10 @ Issue 76 
ISSN: 1095-4163 


EDITORIAL STAFF 
Chris Slate Ecitor Chief 


Stephen Frost Senior ‘Editor 
Randy Nelson Ecitor 
Eric Bratcher Associate Editor 
Dan Fitzpatrick Art Director 
Gary Liew Associate Ae ve C 


Kate Bailey Gro 
Amy Ninbi 
Mimi Hall Nc 
Janet iudstoan 


ADVERTISING STAFF 
Andy Swanson ? 


Michele Paredes So 


mtorrey@iuturenety 
Shawna Rogers 

srogers@futurenetw 
g 


elena git igomery Gimp 
Holly Neal East Coast t Exe 
hneal@futurenetworkusa.con 768-2966 
Daphne Soriano Con Manager West 
dsoriano@futurenety vOrKusa.c 1 (562) 983-8084 
Carrie Michaelson, eS Manager 
cmichaelson@futurenetworkusa.com (415) 656-8422 


PSM Customer Care 
P.0. Box 5154 
Harlan, lowa 51593-0654 
1-800-477-0484 
For Subscription a Only! 


nef: Service faturenetworkuss.comn/ 





Audit Bureau 
of Circulations 
Member 


Media with Passion 


The Future Network USA, 150 North Hill Dr., 
Brisbane, CA 94005 
(415) 468-4684 www.futurenetworkus 
a.com 


Greg Ingham 
Jonathan Bint 

Tom Valentino 
Holly Klingel 
Charles Schug 
Matt Firme 

Simon Whitcombe 
Nancy Durlester 
Katie Cole 

Anika Cunningham 


Chief Executive/Future 
President 

Vice President/CFO 

Vice President/Circulation 
General Counsel 
VP/Editorial Director 
Group Publishing Director 
Director of Central Services 
Marketing Manager 
Marketing Manager 


aid 


Media with Passion 


The Future Network serves the information needs of 

he of people who share a passion. We aim to satisfy 

their passion by creating magazines and websites that 
offer superb value for money, trustworthy information, 
multiple ways to save time an ‘money, and are a pleasure 
to read or visit. This simple strategy has helped create one 
of the fastest- ———— companies in the world: we 
publish more than 100 magazines, 20 magazine websites 
and a number of web networks from offices in five 


countries. The compai wy also licenses 42 magazines in 30 
re Ne 


countries. The Futu twork is a public company quoted 
on the London Stock Exchange (symbol: FNET). 


Media with Passion 


Bath London Milan Munich 
i San Francisco 


New York 

































































Seeing it is believing it as your Favorite virtual monster series is back and better than ever’ 


MR& boasts a brand new adventure element that will take you and your monsters to distant lands and beautiful environments to battle bi 
unlock hidden monsters. This is no longer just a training ground, this is the adventure you and your monsters have been waiting for! 
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Never Seen it Before! 
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Play as young knight, Seig Warheit, who must face off 
against an old friend in this gothic action adventire. 
To fight, summon and command seven different warrior legions 
each with their own signature weaponry. 
Chaos Legion...a graphic masterpiece and savage gothic opera 


played out over 13 levels of real time, cut-throat action! 


wre . a q . 


“it you doved Devil May Cry, 
ye ot PS 2) ee POSEY an) PRIS) Bey ea DCAA 
youll love Chaos Legion! — roi 
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“deep exploration, tight swordplay, brain teasing puzzle 
_ solving, ...wrapped up within a brilliant and drop-dead 

beautiful Egyptian world. S 
_ eo | . . 














be Adventure Game, E3 2003” 
-~ IGN.com 





“Best Gamec 





“Sphinx handles the hard work. His levels involve battling 
monsters with a sparkling sword, climbing hand over hand 
past perilous pitfalls, and avoiding death traps. As for the 


mummy, who plays the comedic foil, pain is the name of 
son gan. Being — pence: or crasen toa paper-thin 
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Play as the Mummy, he’s 
a sucker for punishment. 


Use the Mummy’s. 
_immortality to solve puzz 
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